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Upgrade up to a Sound Blaster 16, and you've got PC but like the man says, Get Real. Because there’s 


udio as real as it only one card that’s 
1CD-qu al: y, l€ reophonic sound. Real built-in “as good as a 
ility. And best of 2al 100% Sound Blaste Sound Blaster 16” 


And that’s a 
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standard. And why those other manufacturers spend so For informatio 
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And now...the violence that plagues a distant 
research colony threatens the planet Earth. 


As British military agent Blake Stone youre 
thrust into deadly combat against the malevo- 
lence of a mad scientist and the insidious 
mutant army under his command. Dr. 
Goldstern, driven by his insanity and bent 
on the annihilation of mankind, won't 
rest until he rules the known universe. 


The forces of heroic good and villain- 
ous evil collide in this life- or- -death 


Sign up to fight as Agent Blake 
Stone. The fate of humanity is in 
your hands! 


For the cost of shipping and / 
handling, only $5.00, you'll 
receive Episode One, The Star 
Institute. Or downles Episode One 
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COMPUTER GAME REVIEW 


FORGING AHEAD. . . 


As | sit in my office and write this, the temperature in the Chicago suburbs is around 
negative sixteen with a windchill of somewhere in the mid negative sixties. It’s a day 
after the earthquake that shook the Los Angeles area and the same day that snow fell 
in northern Georgia. It occurs to me that Mother Nature is in a rotten mood. 

Despite the incredible cold outside, 
frozen water pipes over the weekend Despite the incredible cold 


and a car that had to be towed, I’mina 


pretty good mood. Jaunty, even. Why? outside, frozen water pipes 


Part of it is that we recently returned over the weekend anda 
from the Winter CES in Las Vegas, 


and even though the show was very Car that had to be towed, 
poorly laid out (more concerning our min a pretty good mood. 


aching feet later on in the magazine), 
Kevin, Ted andl hadagea timaeanki > ———_—_—_—_={_ 
we saw more than a bit of software that looks tremendous (more on that further on in 
the issue as well). 

The other reason for my current good spirits is that this particular issue of Computer 
Game Review marks the end of my second year as the editor. So, in addition to con- 


taining a wrap-up of our recent excursion to Las Vegas, this issue is sort of an anniver- 
NST IRE ESPANA PR EEE TH PIETERS GER PTET OE Sary. | believe the correct gift for a SeaC- 


: believe the correct gift for ond anniversary in this age of political 


correctness is microwave-safe cook- 


a second anniversary in ware, so | guess I’ll go buy myself 
this age of political cor- °°™¢ 


’ , But now is not the time for compla- 
rectness is microwave- cency or teary-eyed acceptance 


speeches. There’s still a lot more | 
safe cookware. | want to do with CGR in the months 
AEE ARE A SD ERI OEE ODT TT EGET TNT SEES IE PSE 


and years ahead. Don’t expect me or 
this magazine to rest on our collective laurels. We still have work to do. 

But it’s good at a time like this to reflect a little on where the past couple of years 
have taken us. They’ve been interesting, to Say the least. We’ve gone through several 
reviewer changes, a couple of formats and overall looks to the magazine, added staff 
and computer systems, expanded our offices, and more. CGR itself has grown in size 
and scope. And I’ve started to sleep a little bit better at night on deadline. 

Games have come a long way in two years. What was great in early ‘92 today is 
average, and what was average then is now bargain basement. The fact remains, 
however, that the underlying need for 
any game, be it the next mega-block: One of the things that 


buster or something you pick up on ) ‘ 
sale, is that it ought to be fun. Cha- Nasn’t changed. . .in pro- 


lenging, maybe. Difficult, sometimes, ducing this magazine is 


but if you aren’t having fun, some- 


thing’s not right. One of the things that that we try to see things 
hasn’t changed from day one in pro- from your perspective. 


ducing this magazine is that we try to 

see things from your perspective; the 

person who is paying for these products and hoping to be entertained by them. Since 
we don't pay for them, that’s sometimes hard to keep in focus, so we try to remind our- 
selves of that. 

So, | guess that’s enough patting myself on the back this month. Self-aggrandize- 
ment has never been my strong suit. The issue in your hands reflects the latest and 
greatest in computer gaming and our take on January’s big party in Las Vegas at the 
Winter Consumer Electronics Show. If CES was any indication, my third year on the 
job will be an eventful one. 


STEVE HONEYWELL 
EDITOR 
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animation and digitiz jund, bringing Dra: 
Se ee ee wee . 5 
to life like never before! 


a valiant | 


You control the actions of Dirk the Daring; a i 
knight, on a quest to rescue the fair Princess from the 
Glutches of an evil dragon. Fight your way through the 
eastle of the dark wizard who has enchanted it with 
treacherous monsters and Obstacles: 


also available for 
IBM PC & Macintosh 


Lead on brave adventurer-.- your quest awaits! 
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CGR Features 


After two years on the job, Steve’s work continues. . . 


Postace Due 


The best of your letters and no comparisons of WC2 and X-Wing. 


CGR Reviews 


Isle of the Dead, Genghis Khan II and Dragonsphere lead the parade. 


CGR Haroware 


Find out just how much fun it can be to alter code. 
Aop-ONs AND ALTERATIONS 
Microsoft takes you to the Big Apple and the City of Lights. 


CHILD SupPorT 

Tons of CD-ROM games for kids are now available. 
COMPUTER CONFIDENTIAL 

Arnie Katz looks back at the CES just past. 
DATELINE: FANDOM 

The best of the fan magazines for your perusal. 

Q & A Win THe Game Doctor 


What did happen to some of those classic games? 


CGR’s Guipe To Winter CES 


The crew checks out what's hot at the big show in Vegas. 


CD-ROM Review 


Take a look back at the last few months in CD-ROM gaming. 


CGR STRATEGY 
Merchant Prince and SubWar 2050 dissected and inspected. 


CD-ROM SHOWCASE 


World of Xeen, Quantum Gate and more. .. 


COMPUTER GAME REVIEW 


FIEADS THE 
PACK FROM 
WCES! 


THE CGR CREW GOES To 
Las VEGAS TO SEE THE 
GAMES EVERYONE WILL BE 


PLAYING FOR THE REST OF 
1994. 
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__ reflected inthe river beneath you. Watch out! it's real! Oris it? 
~ With Voxel oper from NovaLogic your sense of reality is given 
he: I igh twelve detailed terrains, from arid 


 p ommee hS- D simulation a on cometo e 
nee Of With Comanche CD you'll take on 100% 
complete missions. And whenthe Pentaga 
calls you, they I never know you were | 
trained on a personal computer. 


Suggested price of Comanche CD $74.95 


Requires IBM"-PC compatible with CD-ROM dive. 


aan 


“3 f2-54 53 5 FF) 26 fa 2. 


Actual screen images. 


16 


Bie iy gponasonnts 


TWatedmed shielde 


= Seta. : BS | 
—- ey 


i... day ihe kitehen girl Ricked the Ugly Duekli ig ott 
of the way. Using all his cotirage and sirength, the Ugiy 
Duckling flew out of the barnyard for good. 

( | 


COMPUTER GAME REVIEW 


CES In Review 


Genghis Khan II by Koei 16 CGR spent several days in the beautiful 

Romance of the Three weather of Las Vegas, NV in early Jan- 
Kingdoms III by Koei 20 uary. There, they met with bigwigs and 

Baseball for Windows developers from all over the industry. 
by Miller Associates 29 See what they saw and read about the 

TFX by Ocean 24 rumors they overheard. Coverage starts 

Deliverance by Inline Software 26 on page 68. 

U-Boat by Deadly Games 28 


Star Trek: Judgement Rites 


nball Fanta *  €D-ROM R 

Pinball Fantasies ” EVIEW 
by 21st Century 32 

Rally by Accolade 34 Take a little trip back and look at the 


Unneccesary Roughness games of CD-ROM from the past few 


by Accolade 36 months. Mega-hits and the latest and 
Isle of the Dead by Merit 38 greatest are included. If you own a CD 
Mortal Kombat by Ultratech 4d drive or are in the market for one, let 
Quest for Glory IV your fingers do the walking to page 76. 
by Sierra On-Line 44 
Dragonsphere by MicroProse 46 
ames Master Keyboard 
——— »« ©D-ROM Showcase 
Flight Max by Suncom 50 
Pro Action Replay by Datek 52 World of Xeen 90 
by New World Computing 
Man Enough by Tsunami 92 
Comanche Maximum Overkill 
CGR STRATEGY by Newel a 04 
Merchant Prince by QQP es Quantum Gate by Media Vision 95 
SubWar 2050 by MicroProse 86 oo 96 


All 
en- 
gines 
full 
ahead, Cap- 
tain! Flank 
speed! Join the 
CGR crew as they 
tackle the depths of the 
North Atlantic and dozens 
of Allied ships in Deadly 
Games’ U-Boat. See just how many 
tons you can send to the bottom of the 
briny while guiding your fragile ship away 

from enemies who can squash you as soon as 
look at you. Remember, folks, friends don’t let friends 
breach their hull. 


| ‘ | : 3 
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* ter 
cosmos. Then set the Intex mane Station for self-destruehandhjacethe, biggest challenge of all: el out quick or die 
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© Simultaneous 2 player option © PolierfUt Saunt effects a digitized speech. 
— : Developed by Team 17 Ltd. | 
i ime Published by MICIROLEAGUE interactive software — 
7, U.O. ?, 201 Bellevue Building, Newark, DE 19702 @ 
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TAKE A LOOK BACK AT THE BEST GAMES OF 1993!! 
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REVIEWS 


REEL Maaic Repux. . . 


Dear Editor: 

Let me begin by saying Reel Magic by 
Sigma Designs works!! | received the 
board for Christmas and have been 
nothing but impressed. The installation 
of the board was simple (took ten min- 
utes). The setup program | found equally 
as simple. Once the setup was complete 
and | ran the test CD, | was visually 
stunned. Full screen full-motion video 
that looks great. 

| recently subscribed to your magazine 
and was disappointed when | saw the 
one-sided review you gave in your Janu- 
ary issue and the “Reel Magic? Reel 
Frustrated!” letter in your February 
issue. The problems spoke of in both 
issues remain both unheard and unseen 
by me. 

As far as the green film effect on alll 
the games that don’t support the board, 
what green film? After | installed the 
board, | tested many “incompatible” titles 
(7th Guest, Alone in the Dark CD, Hell 
Cab, Gabriel Knight CD) and saw no 
problems with sound or graphic quality. 

| just wrote to give a different opinion 
on the Reel Magic board. | don’t know, 
maybe | have the perfect system for the 
board because | am no computer whiz. | 
am using a 486DX2/50 with the ATI 
graphic ultra pro card. So, for anyone 
looking to buy this, | strongly recom- 
mend you don’t listen to the reviews and 
see for yourself. This is not a review, just 
the other side of the coin that CGR has 
thrown at you. 

Michael Dellapia, Jr. 
South Plainfield, NJ 


The jury is still out on the Reel Magic 
board. What we reported in our January 
issue was fact; we had a lot of problems 
installing the board, it crashed repeated- 
ly and it did not run other games without 
problems. However, some like Michael 
have had extremely positive experiences 
with the Reel Magic. 
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REEL MAGIC FINDS A 
CHAMPION TO ITS CAUSE. 


PLUS THE LACK OF GAME PLAY IN SomME CD-ROM TITLES 
AND NOTHING ABOUT X-WING FOR ONCE... 


send your questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


Personally, I’m taking a wait-and-see 
attitude with the board. The concept is 
great, but we’ve been bitten by it once. 
l'm more than willing to give it another 
shot, however. For more news on what’s 
going down at Sigma Designs concern- 
ing Reel Magic, check out our special 
section on the Winter CES, starting on 
page 68. 


STRIKE TWO... 


Dear Editor: 

In December’s Postage Due, a letter 
titled “Striking Back” caught my attention 
(hence this letter). The author, after 
much explanation of qualification pro- 
ceeded to misinform others as to the 
requirement to run and enjoy the game 
Strike Commander. His quote “the rec- 
ommendation on the box of a 486/33 is 
a joke. It has brought many a 486/50 to 
a crawl.” This implies that anyone using 
less than 486/DX266 technology would 
not enjoy the full game. 386 owners, 
take heart! | own a 386DX/40 and enjoy 
a smooth flowing fast game with all 
graphics and game play options at maxi- 
mum. This with no pauses and a bare 
minimum of “incremented movement.” 
To qualify myself, allow me to say that | 
have been playing computer flight simu- 
lations since the C64 was a marvel. | 
believe | know good game play. 

My reason for writing this letter was 
not to boast, but to inform others on how 
similar results can be achieved without 
the expense of upgrading. The secret is 
balanced thruput, not just faster CPUs. 
Since most games are for DOS, an 
important question concerns your graph- 
ics card; is it a Windows accelerator? If 
SO, it is probably at the expense of DOS 
graphics. One of the fastest DOS cards 
on the market is the Diamond Speedstar 
24x. It provides my lowly 386 with 5553 


Chrs\ms on the Landmark speed test 
and on the Origin provided Ositest 
(designed to rate machines for Strike 
Commander) a frame rate of 8, a rating 
associated by their scale with a 486/50 
and considered excellent for game play. 
With speech pack and tactical missions 
installed, | will admit it eats a lot of disk 
space, but if you can make the room, it’s 
well worth it. 
Thank you for an excellent magazine 
and forum for game players. 
David Harley 
Forest Hills, NY 


Thanks! This info may save a lot of 
copies of Strike Commander from being 
relegated to the “I'll play it later’ shelf. 


SUBSTANCE OVER FLASH. . . 


Dear CGR: 

First of all, | want to praise you on your 
new layout and format. It makes finding 
out what | want to know about games 
easier and more enjoyable. The real 
point of my letter is to voice my opinion 
about a disturbing trend which | have 
seen in some CD-ROM based games. A 
game | have recently purchased seems 
to put dazzling video and sound effects 
way ahead of an interesting and long- 
lasting gaming experience. 

So far as | know, the most blatant and 
obnoxious example of this trend is Criti- 
cal Path by Media Vision which | just 
purchased yesterday. Since | am by no 
means an adventure game player (Day 
of the Tentacle took me months), | 
thought | was in for an incredible CD- 
ROM video adventure spread over many 
hours of mind-boggling puzzles. Imagine 
my surprise when | completed this 
$50.00 ripoff in about 1 1/2 hours!! | 
could not believe the audacity of Media 
Vision to release such a facile, dimwitted 


YOURE IN L.A. 
SHE'S IN CINCINNATI 
AND WITHIN THE 
FIRST HOUR OF MEETING HER, 
SHE'S STRAFED YOU, 
YOU’VE SPLATTERED HER, SHES 
SMEARED YOU WITH BOOGERS 
AND YOU’VE KISSED HER 
PASSIONATELY. 


IT’S THE START OF A 
BEAUTIFUL RELATIONSHIP 


Believe it or not, the above scenario is now a reality with ImagiNation — 
the world’s first on-line multi-player games network. With your PC and modem, you can 
engage people in classic board and card games, an arcade-style action park (including the 
new INN 3-D Golf”), fantasy role-playing games, NTN Trivia, or an adults-only casino. Join now 
and we'll give you a membership kit and five hours absolutely free (just pay $5.95 for shipping). 
After all, you haven’t made a true friend until you've shot them first. 


AGINATION! 


Call 1-800-625-5353, ext. 531 now and receive your first five hours free, 


© 1994 ImagiNation Network. ImagiNation ts a trademark of the ImagiNation Network. 


Send scores show the level of ina 
audio-visual qualities of the game are. 
The overall score is a combination of the 
above ratings and the three reviewers’ 
scores. 


THE CGR REVIEWERS. . ae 


Kevin: Kevin has quickly emerged asa 

master Strategist, particularly when the 
game in question involves empire build- 
ing. Both Ted and Steve are scared to 
challenge him. Military sims, ‘strategy 
games and some RPG’s are what he 
likes to spend his gaming time playing. 
He’s been spending a lot of time with 
QQP’s Merchant Prince as well as far 
too much brainpower. playing Pinball 
Fantasies from 21st Century. 


Ted: While hard to please, when Ted 
finds a game he likes, he sticks with it. 
Many are the days when he sticks 
around late or comes in early for the 
first crack at the PC of his choice. 
Sports games often leave him flat, but 
puzzle games and role-players keep 
him coming back for more. These last 
couple of weeks, Ted has been spend- 
ing what seems like virtually every wak- 
ing hour playing the various Xeen titles 
that come on the World of Xeen CD- 
ROM from New World Computing. 


Steve: Steve’s feet still haven't totally 
recovered from CES, which is why he’s 
happy that he has a job that allows him 
to sit down most of the time. He loves a 
good strategy game and action games 
that involve some level of thinking as 
well as manual dexterity usually rank 
among his favorites. He’s never been 
much of a fan of having to read gigantic 
manuals just to learn the basics of a 
game. For the past couple of weeks, it’s 
been difficult to talk to him, since he’s 
spent many hours with headphones on 
trying to sink one more ship in Deadly 
Games’ U-Boat. : 
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8-year old in no time. 

The point of the game is to get your 
protagonist, Kat, out of a “maximum 
security facility” using a few control pan- 
els. When she asks for help, you enter a 
code or press a button and save the 
day! Unfortunately, the codes you enter 
(there are only 5 of them in the whole 
game) are so simple to decipher from an 
evil general’s notebook, there is literally 
no challenge. For example, you must 
enter the “sign of the devil” to blow up a 
water tower. Could it be 666? (Hmmm, 
could be! -ed) Tough, huh? In fact, two 
of the five codes are displayed in the 
notebook outright. No deciphering 
required. By the way, when | replayed 
the game knowing all the clues, it took 
me 20 minutes. 

| am writing this letter mainly because | 
feel cheated, but also because | feel that 
developers are starting to feel that if they 
can dazzle you with exciting effects, the 
brevity of the game shouldn’t matter. 
Well, it does. Fifty bucks is a lot of 
money to spend for an hour and a half of 
game. | hope game makers start realiz- 
ing that in the age of multimedia, cool 
video effects do not make a great game. 
They make a $50.00 coaster! 

Chuck Ungar 
Hawthorne, CA 


There’s a very fine line to draw here, 
but | agree with you. Graphics are 
important to a game, no question. It’s 
much easier on the eye to look at pretty 
pictures and animation than to look at 
something akin to the Atari 2600. How- 
ever, you are correct in your assertion 
that graphics do not equal game play. 
The same argument can be made for 
sound effects and voice as well. 

Sure, eye and ear candy are bonuses 
for anyone playing a game. Good graph- 
ics and realistic sounds help draw you 
into the game. However, nothing takes 


you out of the game faster than a control — 


scheme or game play that is unwieldy, 
complicated, or just poorly thought out. 

There are a lot of examples of this in 
the computer gaming community. | will 
not bring up any names at this point, but 
the chances are pretty darn good that 
you can find a bunch of them by flipping 
through this issue of CGR and a few 
back issues as well. Speaking for myself 
(since | can’t speak for Ted and Kevin,) 
the two most important factors that go 
into my own reviews are playability and 
how much fun | had playing. Often, the 
two go hand in hand. More often, the 
lack of playability is in direct relation to 
the lack of fun | had playing. 


game that could have been solved by an 


In short, you’re right. Game designers, 
CD game designers included, need to 
be reminded that the primary function of 
a game is to entertain us. Wowing us is 
all well and good, but only after that first 
requirement of entertainment has been 
met. 


UPGRADING. . . 


Dear Editor: 

This is it! This is absolutely the last 
time, | mean it! | just opened up your 
January issue and flipped to Origin’s ad 
for Ultima VIII: Pagan. In fine print the ad 
reveals that a 66DX2 or Pentium is 
greatly recommended to play the game. 
It seems that every time | upgrade to 
play the latest games (mainly Origin’s 
Ultima series which | have followed for 
the last 8 years,) a year later my system 
can barely execute Super VGA Pong! | 
have a 486DX/33, 8MEG which | pur- 
chased Feb. ‘88, and Pagan just 
dropped a boulder on it. Why can’t Ori- 
gin just stay with the average 486’s for 
awhile? They are plenty powerful 
enough for even the most memory inten- 
Sive games (Strike Commander ran 
great on my system). 

So | sit here writing you a letter 
because | just sold my system to my 
father for more than it was worth and |'ll 
still end up blowing another $700 or so 
to get a 486DX2/66 with a Diamond 
Viper video card, 16MEG, etc., but that’s 
it! This is the last time! Maybe this sys- 
tem will suffice until fall when Wing Com- 
mander 3 comes out (yeah. . .right). 
Does anyone else out there think Origin 
should fund low interest computer 
loans? 

Mark S. Moran 
Rocklin, CA 


You had me and then you lost me. | 
can relate to the pain and suffering relat- 
ed to upgrading to a new system. Lots of 
money is involved, usually money that 
you don't want to spend. However, your 
revelation of when you last upgraded 
made me stop and think for a second. 

Six years ago, you bought a 486/33. 
Now you need a new system that you 
have to pay about $700 for. Sure, you’d 
rather not spend the money, but really, 
you've gotten six years out of your sys- 
tem. A lot of people upgrade their cars 
more frequently than that and your aver- 
age (even sub-standard) automobile 
costs a lot more than your top-of-the-line 
PC. Six years between upgrades is 
nothing to get up in arms about. In fact, 
I'd love to be able to upgrade only once 
every six years (for the record, we have 


The Officially Licensed 


: Practice all eight tracks. 
Wihien you’re good enough, go for more. 


*More real set-ups, 

game play and graphics 
than any racing simulation 
ever had before. 


S PAPYRUS 
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Distributed exclusively worldwide by Virgin Interactive Entertainment, Inc. * 18061 Fitch Avenue « Irvine, CA 92714 * USA 
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upgraded the PC’s in our office twice in 
the past two years). If you get another 
six years out of this new computer for 
about the $700 you hope to pay, you'll 
be getting your PC for less than $10 per 
month. That’s a pretty good return on 
your investment, considering the only 
other thing you have to pay for is the 
electricity to run it. 

Sorry if | sound a little cold or harsh 
here, but it’s hard to sympathize with 
what seems to me to be a pretty reason- 
able upgrade rate. 


Our MONTHLY 
Jim Corsin Letter. . . 


Dear Editor: 

Judging from the published PD 
response in the November issue of 
CGR, it would seem that I’ve managed 
to nudge a long-since opened can of 
worms. The debate has quietly raged for 
the past few years throughout the com- 
puter gaming industry regarding the 
issue of whether or not today’s increas- 
ingly sophisticated and commercialized 
entertainment software is headed in the 
right direction and what this precisely 
bodes for users of medium to low-end 
PC systems that seem to get slower and 
Slower with the arrival of each new high- 
end release. The most pessimistic (and, 
| might add, unrealistic) speculation 
envisions an inevitable collapse of the 
medium due, first of all, to the increasing 
economic burden on behalf of the con- 
Sumer to constantly upgrade in order to 
maintain the feverish pace of expansion 
and, secondly, to the promise of cheaper 
and more powerful cartridge-based plat- 
forms such as the recently released 
3DO and forthcoming Jaguar. In truth, it 
is the humble opinion of this reader that 
the future is not nearly so bleak. 

The here and now for the high-end is, 
admittedly, hardly rosy. Readers like Ed 
Crisler, the quintessential average PC 
owner, is understandably p-o’d that his 
386SX/40 won't run Strike Commander 
the way it was meant to be run. Greg 
Cymbailist’s frame rate for the same title 
is “poor” on his 386/33 though “still 
playable” while Jeff Fulton argues that 
titles for the “super 586 99Mhz machines 
of today” cannot supplant the quality 
replay value available in simpler games. 
Meanwhile, bazillionaires like “. . .Mr. 
Corbin ha[ve] the money to buy the lat- 
est computer system [-Crisler].” (Actual- 
ly, Ed, fantastic IBM PC clones simply 
fall out of the sky for us—we, alone, know 
precisely when and where to look up 
(Ours spontaneously generate -ed).) 
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Yes, | do manage to own a state-of- 
the-art computer system slaved to a 
State-of-the-art surround sound system 
all housed in a custom designed sound- 
proof den. I’ve played Privateer, Strike 
Commander, Tornado, Commanche: 
Maximum Overkill and many other CPU- 
trashing games over the past year in the 
manner in which every designer dreams 
they would be played. Care to know 
what my favorite titles have been? Nope, 
none of the above. Try Warlords II, Syn- 
dicate and Maelstrom, just a few of the 
scores of great games available that 
won't send 386’s into bouts of irre- 
versible depression. 

Just because you don’t have the cab- 
bage to upgrade doesn’t mean you can’t 
have fun. True, though you will not be 
able to faithfully play the latest and 
greatest in entertainment software with 
the machine currently at your disposal, 
there’s a plethora of titles out there that 
(as Jeff mentioned) do not sacrifice 
playability simply because they lack 
flashy graphics and a booming sound- 
track. But be forewarned; even though it 
is these types of games (not the high- 
end games) that have always and will 
continue to fuel the industry well into the 
years ahead, I’ve said it before and here 
it is again: progress really stinks when 
one cannot presently afford it, but, like it 
or not, progress progresses. 

Jim Corbin 
Lowell, MA 


! never thought I’d say it, but Jim, you 
and | are in total agreement. By the way, 
can you send us a copy of the plans for 
your den? 


HACKING. . . 


Dear CGR: 

| just bought Return to Zork and | find 
it to be one of the most innovative 
adventure games on the market. I’m 
kinda stuck on one puzzle though, the 
Sliding tile game; have any tips? 

After playing RTZ, this thought stuck in 
my mind: “Want some tips? “Course ya 
do!” The annual plastic surgery per- 
formed on the mag is so good, it’s hallu- 
cinogenic: comparing the December 
issue to the January issue, it’s amazing 
what a facelift can to do improve and 
rejuvenate your great mag. You also 
seem to have given it a lipo-suction, 
making it leaner and meaner. According 
to me, the following suggestions would 
make your mag the cream of the crop. 

First of all, the major deficiency | have 
to report is the lack of tips, secret codes 
and maps: you should incorporate a new 


section answering these needs. We 
game players shouldn’t have to shell out 
X amount of money to buy tip books for 
every game we own, but should turn to 
you for some extra support. 

Furthermore, have you ever heard the 
term “hacking” (e.g. modifying files 
through DEBUG)? Why haven’t you 
thought of this? If you have the right 
codes, hacking some of your saved 
games can be fulfilling as well as down- 
right fun (not only for the techno-freaks). 
You should check out the December and 
January issues of U.K.’s PC ZONE for 
the niftiest hacking codes for your RPG’s 
and flight sims. 

To conclude, | think that some British 
magazines go out of their way to satisfy 
their customers’ every need. Maybe you 
should play “follow the leader” and join 
the British invasion. 

Nao and Tomo Yokoyama 
Ottawa, Ontario, Canada 


First things first; for the solution to the 
sliding block puzzle, refer to the RTZ 
strategy guide written by our very own 
Ted Chapman in the December issue of 
CGR. At the very end of the third page, 
the complete solution is given, albeit sort 
of obliquely. 

We have considered running a regular 
trick and tip section before. It’s certainly 
something we’d be more than willing to 
consider again. Readers, please write 
and let us know if a tip section is some- 
thing you’d like to see in the pages of 
CGR. 

As far as hacking into games goes, 
sure we know about it and we know that 
there are people out there who do it. 
While it’s not illegal or even immoral 
(and certainly not fattening), | do have 
something against it. It feels to me like 
cheating. My philosophy concerning 
games is that if you can’t do it without 
cheating you can’t do it at all. We’ve 
played around with some cheats but 
only long after the fact (f'rinstance, | 
played with an invincibility cheat for Ter- 
minator 2029 a couple of months ago, 
close to a year after we reviewed it). We 
don't use them when reviewing or when 
doing strategy guides. 

Call me a purist, but | find it much 
more rewarding to win a game on my 
own merits and abilities than by using a 
backdoor. As with tricks and codes, if 
enough of you readers would like to see 
hacking codes and cheats covered, we’ll 
be more than happy to start writing 
about them. For some information on a 
hacking device currently available, 
check out our hardware section in this 
issue. 


Shing * Steel. 


The 14-inch guns of your dreadnought thunder as you 
order another devastating salvo fired at the enemy line. 
Your ship shudders with the recoil of the guns, and you 


peer through the binoculars as the shells arch toward their 


target. A few well-placed hits could sink the enemy, but 
your squadron is still vulnerable to a torpedo or shell 
attack that could send your ships to the ocean floor. 


This is World War | naval action like you've never seen 
before! Calibrate your range-finder and stuff your ears 
with wool as you prepare for the action, sights and 
sounds of Jutland!™ 


Command a fearsome dreadnought and fight for control 
of the North and South Atlantic. Or command the entire 
German Imperial fleet or the whole of the British Royal 
Navy. Fight a single mission, a battle campaign or the 
entire war while commanding one ship, a squadron of 
ships, or the entire fleet. 


Another exciting CD-ROM 
product from 
‘Commander’ Jones and 
his crew at Software 
Sorcery 


© 1993, Software Sorcery, Inc. Software Sorcery is a registered trademark of Software 
Sorcery, Inc. Jutland is a trademark of Software Sorcery, Inc. 


The drama, action and excitement of WWI naval 
combat comes to life with stunning SYVGA and VGA 
graphics, digitized video and sound effects and 
historically accurate combat. Experience naval 
combat as the sailors and officers did almost 80 years 
ago, including night combat, torpedo attacks, salvos 
of exploding shells and burning ships. When youre 
ready, test your naval combat ability in the 
awe-inspiring Battle of Jutland! 


Available for the IBM PC and Compatibles. 


See your favorite retailer, or call (619) 452-9901. 


Vv 
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Where Magic is State-of-the-Art! 


Designed by: Koei 
Distributed by: Koei 
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Endless war 
plagued the harsh 
steppes of central 
Asia for centuries. 
The people were 
toughened by the 
elements, herders 


Genghis Khan Il 
by Koei 


Game Summary 
Conquer the world in four scenar- 
ios depicting 13th century Europe, 
Asia and northern Africa. Create a 
dynasty to rule even beyond the 
death of one general. 


Overall 


Requirements: 


640K, VGA 

Hard Drive 

Sound Blaster 

and compatibles 
Keyboard. Mouse 
PC and compatibles 


Sound Support: 


Controller: 
Available for: 


Retail Price: $59.95 
Hard Drive Space: 


No. of Players: One player 
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Fight battles on a tactical screen that 
reflects the terrain of the battlefield. 


by trade and by preference. Combat was 
as natural as the changing of the sea- 
sons to them; this war with no rules, no 
sense of boundaries had no cause, and 
thus no hope of resolution. None, that is, 
until a baby boy was born to the leader 
of a tribe. The newborn son had a blood 
clot in one hand, signifying his destiny 
as a great leader. Temujin, as the boy 
was named, proved his mettle early in 
life, trouncing those who would deny him 
his birthright. When he was thirty-three, 
a combined tribunal declared him Khan 
of the group. He took the name Genghis 
Khan, and began a reign of power and 
war that would stretch from China to 
Germany. An entire continent would fear 
his troops and those of his generals: 


LEAD THE 
MONGOL 
FIORDE ALL 
THE WAY TO 


ENGLAND. 


FORGE A RULING DYNASTY 
FROM JAPAN TO SPAIN. 


Keep tabs on the abilities of underlings: del- 
egation is required on the path to victory. 


kingdom after kingdom fell or was forced 
to surrender to his armies. Old age and 
sickness was all that could stop him. His 
successors enjoyed prosperity, but fell 
prey to death as well, dooming the 
empire to disruption and disintegration. 

Ghengis Khan Il: Clan of the Gray 
Wolf asks the question: can Ghengis’ 
feat be duplicated or surpassed? Can a 
lone power extend military and political 
domination across all of Eurasia, or even 
some of it? Can a dynasty be forged that 
will outlast ill health and old age? 

GKII contains four scenarios, although 
the fourth is only accessible to those 
who succeed at the first. The first sce- 
nario features only Mongolia, focusing 
on the attempt to unite the disparate 
Mongols of the Steppes. The second 
scenario, Grand Ambition, features the 
full world map after Genghis Khan had 


Genghis Khan stares out at the world he is 
destined to conquer. Can you match him? 
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Minamoto has carved out a sizable empire; 
without a heir, it’s doomed to fall apart. 


subjugated Mongolia. The third scenario, 
Birth of the Yuan Dynasty, features the 
post-Khan world, still full of war. 

Up to eight players can take on the 
mantle of Khan or any of the other con- 
temporary powers, such as Khan's ene- 
mies the Khorezm Empire; the Capetian 
Empire in France; the Kamakura 
Shogunate of Japan, and more. 

Players will handle the political, eco- 
nomic and military decisions them- 
selves, or allow their advisors to do so. 
When wars occur, attention can shift to a 
map of the conflicted territory; individual 
battles can be bs on tactical maps. 
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Each holding can support a different govern- 
mental policy, ensuring diversity. 


GKII is also rich in characters; intrigue 
and disloyalty can be rife. Players must 
also keep good family relations in order 
to produce heirs. Without heirs, a play- 
er’s game ends with the death of his 
original character. 

Conquering the entire world is not an 
easy thing to do. Can you answer the 
call of history and glory and acquit your- 
self as well as Genghis Khan? 
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ie My lord is supreme in this region. 
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Diplomacy, too, will be required before the 
brave new world can be built. 


interface Playability 
83 71 


It takes a claw hammer to get me 
away from this game. Gk2 is the ful- 
fillment of the Koei engine as far as | 
am concerned. | have never seen a 
conquest game with better economic, 
political or military details. The level 
of control you exercise is ent#ély Up 
to you. If you’re not feeling too aetai- 
oriented, let your advisor hangié the 
orders; but the hard decisions *WHrsul 
need your attention. Wars canoe 
fought by you, abstracted byaine 
computer, or watched by you 4Whife 
the computer battles it out. The battle 
screen really allows strategy to shine 
through while manipulating on of the 
16 troop types across a castle or 
through a forest. Play with a huge 


Graphics 


Sound Replay Value 
78 91 


ferences between the abilities of your 
underlings. | love the necessity of hav- 
ing a large family, thus ensuring that 
your dynasty continues. Simply put, this 
is a historical conquest game to put all 
others to shame. Gameplay and detail 
dre married here; there’s enough depth 
and complexity to keep GK2 on your 
har@edrve a long while. Graphics are 
clean ff utilitarian; sound is cute, with 
diferent empires having different 
themes. One warning: Gk2 is very diffi- 
culatieast at the beginning. Patience 
is required, as well as a real sense of 
timing. In other words, it manages to be 
fairly realistic as well. Koei games are 
not for everybody; but if you’ve ever 
half-liked their engine before, let GK2 


selection of characters, with real dif- rope you in. -Kevin 
Interface Playability Graphics Sound Replay Value 
89 91 Ba 88 


Let’s see: almost categorically, 
wargames are mind-numbingly dull, 


_ plodding along at a pace that would 


make an amoeba’s adrenaline drop 
off to nil. Genghis Khan II positively 
smashes out of the category. The 
colors are lush, sound ig) good 
(though not great) and game play "is 
enticingly quick. However, patience 4s 
the key to a winning strategy here 
(another problem with most 
wargames is that the computef can 
automatically figure out the-pest 
strategy to use, and thus has an 


extremely easy time of beating you 


the first few games); you must not 
only see to matters martial, you must 


ership view, GK2 also forces you to 
understand the relationship between the 
economy, goods production, and the 
popular support of your subjects. This 
kind of stuff sounds really dull on paper, 
but play the game. It will surprise you 
(aS it did me) with its depth and scope. 
Another feature | appreciate is the “hid- 
den scenario.” You start the game with 
thréeé scenario selections; Koei makes 
you play all the way through the first 
scenario (the rise to power of GK) 
before-yeu are rewarded with the fourth 
scenario. | haven’t yet completed the 
first scenario, but | truly hope the fourth 
will be ample reward for literally weeks 
of play. Even if the thought of playing a 


also tend to your peoples and your wargame makes you ill, | firmly believe 

family. In giving a well-rounded lead- that you should get this one. -Ted 

Interface Playability Graphics Sound Replay Value 
87 85 88 19 91 


While the Koei engine is not for 
everyone (I myself have complained 
about it on occasion) GK2 is not wor- 
thy of any scorn. Taking a basic idea 
(rule the world), this game manages 
to become incredibly addictive, elicit- 
ing comments of “one more turn, just 
one more turn.” The random @vents 
that occur add to the gamé.\.For 
instance, | moved my headquarters, 
injured my back, and was thus able 
to do less on subsequent tums. 
Another bonus is that the people“you 
interact with and appoint to positions 
of power have actual skills and abili- 
ties that manifest themselves in dif- 
ferent ways during play. Certain char- 
acters make great governors but 
lousy advisors and vice versa. It’s 


hard for me to call this a war game, 
since it is much more empire manipula- 
tion than anything. Each of the variant 
aspects of your kingdom must be main- 
tained by you or by an advisor through 
your delegation of command. GK2 is 
éxtremely well thought out and equally 
well'presented. The graphics are attrac- 
tive and Colorful, if a bit small in the bat- 
tles§equences, and the sound is decent. 
One problem crops up in battle; it can 
be difficult to tell where an enemy will 
be in range for missile attacks, while the 
computer has no problem stopping at 
the correct distance. It can also be 
tough to move troops around. If you 
plan on playing this (which would be a 
good choice,) set aside a weekend and 
let it absorb you totally. -Steve 
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Only one fleet will be left afloat in this thrilling 
masterpiece from QQP. Experience the grueling 
campaigns, the agony of defeat and the exhilaration 
-of VICTORY!!! Develop cultural resources and 
manage the growth of your population. Allocate 
natural resources to build missile sites, radar 
Stations, shipbuilding facilities and SUPERSHIPS, 
~ It is up to you to destroy your nemesis... 
or end up in Davy Jones’ Locker. 


¢ MODEM PLAY (A QQP Hallmark) 

¢ City Economics-Cultural and Industrial aspects 

¢ Campaign Play 

e Player History 

* A wide selection of ship types 

¢ Random Maps-unlimited variation 

¢ A truly challenging Al 

¢ Battles Include: Falkland Campaign, Battle of 
Northcape, The Bismark-Tirpitz Connection, 
Surigao Straight, Yamamoto’s Trap, etc. 

¢ Plus some “What if” Battles 

* A tactician’s and strategist’s delight!!! 


“The Grandest Fleet” computer game is 
for IBM PC. It can be obtained through 
your favorite retailer or call: 


1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
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BRING PEACE TO CHINA BY 
DESTINY AND POWER. 


FORCE BACK THE WAVES OF CHAOS WITH A STRONG 
HAND AT WARFARE, INTRIGUE AND ECONOMICS. 


Until the second century A.D., China 
was ruled by the Han Dynasty. Genera- 
tion after generation, the Dragon Throne 
was passed peacefully down the line of 
the Han clan. For decades, there was 
peace—until a single ambitious and 
greedy warlord chose to contest the 
rightful heir and place his emperor upon 
the throne. China was torn apart by war- 
lords for the next century as each faction 
sought political, economic and military 
control over the others. 

Romance of the Three Kingdoms III: 
Dragon of Destiny gives up to eight play- 
ers the chance to seize power during 
this chaotic time. Over five hundred his- 
torical characters are modeled in the 
game, from mighty warlords like Cao Rui 


Nijing 
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The faa of steel will nia’ atten settle the 
grievances between power blocs. 


Romance/Three Kingdoms Ill 
by Koei 


Game Summary 
Reunite ancient China by conquer- 
ing it in various historical scenarios. 
Use war, diplomacy, espionage and 
economic strategy to dominate ene- 
mies and force alliances. 


Overall 
Rating: 


Requirements: 


83% 


640K, VGA 
Hard Drive 
Sound Blaster 
and compatibles 
Controller: Keyboard, Mouse 
Available for: PC and compatibles 
Designed by: Koei 
Distributed by: Koei 
Retail Price: $69.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


1-8 players 
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; # 2.Bei Ping 
| zi Ruler: Gongsun Zan 
Governor: Gongsun Zan 


China has facrianied into many city-states; 
a wise and strong ruler can reunite them. 


and Liu Chan to the famous healer Hua 
Tuo. Players can take over the historical 
holdings of one of thirty-three rulers 
(including six new to RTKIII), or use the 
“create a ruler” option to personalize a 
new warlord and his or her advisors. 

Players will expand their holdings in a 
myriad of ways. Launch ruthless attacks 
with cavalry, crossbow and naval units, 
using three-dimensional land and sea 
battlefields. Volley from the parapets of 
castles, or use the Great Wall itself. 

Not all advances are military, however. 
Plot out and execute diplomatic treach- 
eries, from forged letters to planting 
spies. Undermine rivals before the bat- 
tlefield is reached. Allies, too, are neces- 
sary; not only to guard your borders, but 
also to send reinforcements and 
increase trade. 

Economic superiority is a must as 
well—armies must travel on their stom- 
achs. Invest in your economy, or spend 
the treasury directly on food production. 
Fierce floods and raging typhoons can 
strike at any time; make sure the popu- 
lace is protected. Strength and wisdom 
in equal amounts will hold the throne. 
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Build a coalition of cities and hard-won 
allies to fulfill your final destiny. 


Interface * Playability * Graphics * Sound « Replay Value 


86 84 85 82 91 


RTKIIl is a detail-filled strategic 
wargame with a powerful economic 
and diplomatic engine, plus strong 
characters. It’s pretty to look at and 
easy to play. | would like this game a 
great deal.more if Chinese history 
meantémore tome; | get lOst in all the 
Liu Beis and Li Baos. Also, Koei has 
a (laudable) policy that makes its 
games difficult to get inte: the human 
player iSh’t treated with kid gloves. 
The computer will Stomp you as soon 
as look at*you. This means that your 
learning curve is fraught with disas- 
ter; but when you win, you've earned 
it. This is a game that Koei fans will 
like, but the uninitiated should try 
another, more accessible Koei game 
(like Khan) before this one. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
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I’m not sure how long RTK3 has 
been in the production stage, but it 
feels old by computer industry stan- 
dards. The interface is clunky and 
poorly laid out, sound is almost best 
left delegated to your.PC speaker, 
and thé main map*graphic looks like 
an ASCII creation with color overlaid 
on it.\Now that lve covered what's 
wrong with this\game, heres what’s 
right: 1S a pretty good story line, with 
Six scenanos that you Can either play 
in an historically accurate or fictional 
mode. Balancing your military, 
domestic and diplomatic affairs is 
cumbersome, but the proper recipe 
brings a smile of contention when 
you win. If you like other Koei games, 
you'll like this one. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
87 82 so. (8 90 


RTK3 is good, but it’s not as much 
fun as GK2. One of the reasons for 
this is that the map in RTK3 is a lot 
harder to read, since you don't get 
the province-style look at the main 
board. Its.a powerful. game_and, like 
GK2 «you getscontrol Over virtually 
every aspect of your domain if that’s 
what you want. IfS kind Of tough to 
tell thé Cao Caos apart from the Xi 
Dongs in this world’ Tget easily con- 
fused by the names. | also like the 
number of Simulations contained in 
this program. Koei fans will enjoy this 
one quite a bit. Newcomers for this 
style of simulation or those unaccus- 
tomed to the Koei style would be 
much better served by testing the 
waters with GK2. -Steve 


vie INPETOUS MISSIONS against de struc tive 
enemy forces? 


All new features in Breach 3 include a unique combinations. * é 

of turn-based and real-time play; individual personalities 

oe foreach marine; stunning 256-color VGA graphics; 

mm tree-structured campaigns containing up to 511 ° 
&® scenarios; support for all major sound cards: 

and modular terrain, 

> objects and opponents. 


7 /y Ihe fate of the 
“gate |; a Worlds 
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Watch marines carry out your orders according 
fe their own unique personalities! 


Choose from exciting missions or use the 
_ Scenario builder to create your own! 


_— 


4 Stop the graphically stunning combat at any time 
to change your orders! | 
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The latest module in Omnitrend's 


interlocking Game System, : 2 
Breach 3 allows you to interconnect 
“4 with Breach 2 and Impressions’ 
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It’s A SHARP LINE DRIVE TO 
THE LEFT-CENTER WINDOW! 


CONTROL AND UNDERSTAND BASEBALL FROM THE 
PERSPECTIVES OF THE COACHES AND MANAGERS. 


Baseball comes to Windows, wrapped 
up in a package that gives the serious 
baseball fan the power to control the 
game in all its glory. Four separate yet 
inter-linking programs are enclosed. 

Baseball is where play actually hap- 
pens. All the real decisions are available 
to the player: pinch hitters, pinch run- 
ners, playing the infield in or deep, pitch- 
ing from the stretch or winding up. Com- 
mand all the options of the offense and 
defense in a context-sensitive interface. 
Expert advice is available: get bench, 
bullpen and player reports to make 
those clutch decisions. Every possible 
exciting play can happen, like wild errors 
and rundowns, double plays and triple 
steals, ejections, near-miss homers and 


_Abeanced bia z 
ools Window es 
ORR: AM ceacess E 
So AVG OBP SLO 


Raa Bs em se cn 
PITCHERS 7 -T Grade cat 


Exeiclae ful control over your roster, chang- 
ing it to match different situations. 


Baseball for Windows 


by Miller Associates 


Game Summary 
Play baseball in a non-arcade, sta- 
tistically-onrented setting. Set up 
leagues and divisions according to 
personal taste Run powertul statis- 
tics and reports on the results: 


Overall 79% 


i & 
Rating: 
6 
Requirements Windows 3.1.386-20 
4 Meg RAM. VGA 
Windows 


syooard 
YcompalbDles 
Miller Associates 
Maxis 


12 M vg 
One player 
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Play-by-play siintinisemants capture the 
poetry and feel of baseball. 


rain delays. You'll read about it all ina 
natural language play-by-play window, 
even using instant replay features and 
the ability to save the full game log to 
cherish the great plays. 

League Manager will help keep the 
leagues you create straight. Schedule 
and manage an entire season of thou- 
sands of games. Schedule in spring 
training, regular season and post-sea- 
son. Set up multiple default lineups ver- 
sus RHP/LHP, rotations and DH rules. 
You can run full-season replays in a day, 
or call the shots yourself in any game. 

Statsmaster allows the selection of 88 
standard reports, and 2,172 customized 
leader boards. Standard reports can be 
generated in batches to save time. 

Advanced Draft can create unlimited 
lineups, teams, divisions, leagues and 
organizations. Full 100-man expanded 
rosters allow trades, farmhands and late 
season call-ups. Search, sort and com- 
pare players in seconds. 

Expansion is easy, with 8000 players 
from every decade available. Importing 
from Bill James Baseball Encyclopedia 
is also possible. 


A sowertil statistical program shite study 
of any and all factors affecting your team. 


Interface * Playability * Graphics ° Sound ¢ Replay Value 


74 = 6G4@-CCOTOD SOC 


| don’t feel as if I've even scratched 
the surface. BBW is definitely a niche 
product; serious baseball fans only 
need apply. You won’t find much eye 
candy here, or frankly much of a 
user- inendly interface, What you will 
€ abilitysto twist, mangle and 
study baseball irom an Statistical 


uve gota 
love of baseball from the armchair 
manager’s perspective. The lan- 
guage is reminiscent of the sports 
page; the play is like reading box 
scores. But if you love box scores, 
you'll like this game. -Kevin 


Interface * Playability * Graphics « Sound « Replay Value 
88 92 85 86 88 


As l’ve said elsewhere in these 
pages, I’m not big on most sports. 
BFW is a bit more intriguing, because 
there’s such a big world to explore. 
Professional baseball got its show on 
the road.over a centur ago; BFW 


made! And what a game it did make: 
| felt like | was there, since the play- 
by-play is so good. Goose Goslin in 
center and General Crowder on the 
mound: what organization wouldn't 
kill for two more like that? -Ted 


Interface « Playability * Graphics * Sound « Replay Value 


84 86 61 78 85 


Admittedly, if ’'m going to sit down 
and play a sports game, I’m much 
more attracted to a stat basher than | 
am to an action title. Thus it is with 
Baseball for Windows. The statistical 
engine. in this game Nad 
anything I've seen, and the a 
er manages to convey ; nuct 
timeless and pastoral nature 
ball. The trouble withé od 
game, since it relies/on tr 


happen, Hames ane around the 
bases, sometimes they score. That’s 
about the size of it. The managerial 
decision maker is good, although the 
hardest level gives you ten seconds 
to make up your mind, also helping to 
quell the excitement. -Steve 


ly higher. 


Higher. Faster. Farther. 

CH Products is defining new 
standards of design and 
performance for computer pilots. 
We'll empower you to effortlessly 
relay commands with a feel of 
absolute control...to swoop, loop and 
soar like never before. 


Vove faste i. Get your hands on 


the top gun precision 
FLIGHTSTICK PRO™ or the red-hot 
FLIGHTSTICK™ series joysticks. Or 
our lightning-fast GAMECARD 3 
AUTOMATIC™ And VIRTUAL PILOT™ 
a yoke that will defy your concept of 
reality. And there’s 
more on the horizon. Reach farther. 
From drawing board to your finger- 
tips, ours is a relentless pursuit of new 
and better products. CH Products 
began with a dream 25 years ago, 
and we've never looked back. 
Today, we give you the wings to fly. 
Higher. 
Faster. 
Farther. 


970 Park Center Drive Vista, CA 92083 
? a 0 D U C T § Phone: 619.598.2518 Fax: 619.598.2524 


TM 1993 CH Products, a Joystick Technologies Inc. Co. 
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Now HIRING ARMED 
PEACE-KEEPING WARPLANES. 


FLY THE FINEST FIGHTER JETS KNOWN TO MAN IN THE 
TACTICAL FIGHTER EXPERIMENT. 


There is a new generation of war- 
planes on the horizon. They usher in a 
new era of air combat, as advanced over 
the average jet as a dragster is toa 
horse. They have their fans as surely as 
superstar athletes have theirs, their 
names are as well known. The 
Eurofighter 2000. The Lockheed F-22. 
The Lockheed F-117A Stealth Fighter. 

TFX takes the player into a simulation 
of this cutting-edge technology and 
offers six different ways to fly the jets of 
tomorrow. 

The arcade option is the thrill of air 
combat pared down to the basics. The 
player is launched into an armed air- 
plane. A squadron of the enemy sur- 
rounds the player, begging to be shot 


Here’s a map readout of your current loca- 
tion with the bandits painted nearby. 


TFX 
by Ocean 


Game Summary 
Heavily realistic and detailed flight 
simulator with game-like feel and 
intent. Includes training, five cam- 
paigns and a mission builder as well 
as an arcade mission. 


Overall 82% 


386-33, VGA 

2 Meg RAM 

Sound Blaster 

and compatibles 

Joystick, keyboard, mouse 


Requirements: 


Sound Support: 


Controller: 


Hard Drive Space: 
No. of Players: 


16 Meg 
One player 
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Custom-arm your plane, if you want; rotate 
it and watch out for increased drag. 


down. Five waves of increasing difficulty 
challenge the hotshot to survive. 

Training allows a gentler time for get- 
ting used to the aircraft in situations that 
aren't so dangerous, although action is 
present in these 10 missions. 

The Simulator offers pure flying with- 
out the distraction of points or court-mar- 
tials: just flying. Choose the location, 
weather and time of day as well as the 
armament of the craft; but the progress 
of the flight is not governed by rules. 

Three Tours of Duty are available, one 
in each plane. Military actions will 
require the player's attention around the 
world in a variety of roles. 

Flashpoints allows the player to select 
one of five hot areas in the world today, 
from the Balkans to South American 
drug rings. A campaign involving all 
three different planes will ensue, chal- 
lenging the player as a U.N. peacekeep- 
er as well as a pilot. 

Finally, a Mission Builder allows the 
player to construct his own battles. After 
selecting a portion of the world, the play- 
er stocks the sky with enemies and then 
tries to fulfill his own plans. 


Flying the Stealth fighter on a night raid 
requires skill and patience. 


Interface * Playability * Graphics * Sound * Replay Value 


61 a 93 74 79 


TFX is a breath of fresh air in the 
world of flight sims, which tends to be 
a cloistered collection of anal-reten- 
tive geeks with a fetish for absolute 
accuracy and complexity. Oh, there’s 
accuracy.and complexity.a-plenty in 
TFX, ineluding a quick(ha!)-reference 
sheet that lists 70 Key commands. 
But this game is Tun, even if you're 
lousy at flight, sims like myself. 
There's a. breezy Sense of fun in the 
arcad@é option, in the manual, and in 
the construction of the-game itself. 
While it is about serious aeronautics, 
it doesn’t take itself so seriously. | 
could learn to like this game a great 
deal if | could ever fly one of these 
@#$%ing sensitive jets. Luckily, 
there’s a realism setting. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
82 88 81 89 93 


TFX is a little more than your aver- 


age flight simulator, and a little less. 


Being able to strap down behind 


_ models of the Eurofighter 2000 and 


the F22 Superstar is terrific: both jets 
handle (with.a better-than-reasonable 
degreé Of acouracy) as if they’ve 
already been Built and spec’d. The 
downside of TFX lies in its. memory 
handler. Despite, the fact that we run 
on a 486DX66 with a 2MB Viper card 
and VLB disk access, the configura- 
tion program said the frame rate of 
the video card was too slow to run 
the game with high detail. This is a 
little silly. And then there’s the matter 
of the interface: keyboard controls 
are only slightly less complex than 
drawing a Klein bottle. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
70 79 88 92 91 


I'd love to say | had a great time play- 
ing this sim, but that would be a lie. 
What | found here was a jet that 
seemed to control like maple syrup 
and a targeting system that wouldn't 
lock-on. to the Great Wall of China. 
True; it Was fun to pilot the planes 
around and blowup stuff on the 
ground. TBX alSo comes with a gen- 
uinely rocking soundtrack that brings 
a Top Gun level of excitement(?) to 
the product. TFX isnt a bad sim, it 
just isn’t the seat-of-the-pants flight 
game | like. Even the arcade portion 
is a little to technical. This game hits 
a nice mid-range; novice flight sim 
pilots should dig it, and even the 
more advanced players will have fun 
with the options. -Steve 


Join Captain James T. Kirk and the crew of the U.S.S. Enterprise™ 
in all new episodes that place you in command. Beam down to 
alien worlds, communicate with new life forms and take the helm 
as you join the legendary crew of the Starship Enterprise™ in their 
continuing five year mission to explore the final frontier. 


17922 Fitch Ave. 
; Irvine, CA 92714 
cC— (714) 553-6678 


Software © 1993 Interplay Productions, Inc. All rights reserved. Star Trek" ® and © 1993 Paramount Pictures. All rights reserved. Ss 
Star Trek is a registered trademark of Paramount Pictures. “a 


KICK SOME BUTT WHILE 
SAVING THE DEFENSELESS. 


You’LL DO A LOT MORE THAN PLAY DUELLING BANJOS 
WHEN YOU TACKLE INLINE SOFTWARE’S DELIVERANCE. 


The land of Llyn Cerrig was a peaceful 
place. A land of great beauty and sereni- 
ty, it seemed the ideal spot for conquest 
by the evil Tnarom and his host of min- 
ions. Trarom has destroyed the delicate 
balance in this world by kidnapping the 
fairies who protect the land from just 
such an emergency. Now you, the pow- 
erful Stormlord, have been called upon 
to rescue the fairies from Tnarom’s 
palace. To continue on, you will have to 
investigate every area you can to find 
keys that will allow you access to areas 
deeper and deeper inside the palace. 
Only by following the correct, convoluted 
path can you hope to escape. To help 
find your way around, you can drop 
markers along your way. 


gh rere 012.0: OEE 
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DasonyOOWOODONAO Ay Ag A FA eh HR A a OY, 
Attack with your endless supply of axes either 
up close and personal or at a distance. 


Deliverance 
by Inline Software 


Game Summary 
Polish up your battleaxe and go 
rescue captured fairies as the pow- 
erful Stormlord. Defeat millions of 
ugly critters and find your way 
around some vertical mazes. 


Overall 72% 


Rating: 
Color monitor, 4MB RAM, 


Requirements: 
System 6.0.7 


Sound Support: N/A 


Controller: Keyboard, joystick 


Retail Price: $49.95 
Hard Drive Space: ' 3.5 Meg 
One player 


No. of Players: 
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noHonAHOONG. Ss ae Here bere r sahaasdgad ee eaclapek 
Killing a Guardian releases a shower of life- 
restoring coins! 


As your weapon, you wield a limitless 
supply of battleaxes that cause incredi- 
ble destruction on your foes. Launch 
them to knock out distant enemies or 
attack in “battle mode” for those that get 
through your defenses. Each hit by any 
enemy will drain your life that can only 
be regained by picking up the coins you 
find or by resting. Waiting around can be 
dangerous, though, because Tnarom will 
continue to send his troops into the fray. 

Once you’ve rescued the fairies, your 
task is not over. You still must lead them 
to safety through the Pits of Fire, the 
Enchanted Forest and through the war- 
rior-filled skies of Llyn Cerrig. At the end 
of each of the stages, you will encounter 
a hideous Guardian who will do every- 
thing in its power to prevent your reach- 
ing the next level. New and increasingly 
vicious monsters will attack you as you 
attempt to take the fairies home. 

Deliverance can play in either a small- 
or large-screen mode to allow you to 
view the game exactly as you wish. For 
arcade-style action mixed with strategy 
elements, Mac gamers need look no fur- 
ther than Deliverance. 


BESO 
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keep on your toes as you wander around. 


interface * Playability * Graphics * Sound * Replay Value 


76 80 85 83 64 


Deliverance isn’t a bad action 
scroller; it’s just not a particularly 
good one. This is all the running, 
jumping and shooting behavior 
you’ve come to associate so lovingly 
with the pure game.consoles. The 
hero thr@WS axes SO pOowertully that 
they explode. The graphics are pretty 
and jhe SOWnds are Aice. The 
scrolling action is a little annoying on 
the Mace, but shifting to a smaller 
screen Size helps this a bit. Keyboard 
control is*s6mewhat awkward; a joy- 
stick would help with some of those 
annoyingly difficult jumps. There are 
plenty of screens and enemies, 
enough to keep you playing a 
while—if it interests you enough to 
play it to begin with. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


88 88 88 = 81 79 


lf you recently graduated to a Mac 
from your old 8-bit Nintendo set, 
Deliverance may be your cup of tea. 
Or if you want a truly different style of 
game for the Mac, this could be a 
golden.opportunity..Deliverance 
reminded me a lot of Castlevania; | 
never expected to see anything like 
this on the’ Mae. For asfifteén minute 
thrill, this¢game is not(bady you might 
object #6 finding your Kid’s PBJ all 
over your keyboard/aiter a day at the 
office, though. The graphics are bet- 
ter than the old NES, but the sound is 
virtually the same. Control is simplis- 
tic, although unusual for the Mac: you 
use the keys rather than the mouse 
to accomplish anything. If you like 
arcade action, go for it. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
81 13 39.=C 7/9 55 


As a straight arcade game, Deliver- 
ance has its points. | like the ability to 
play the game in several different 
viewing modes, since the two full- 
screen versions animate strangely, 
and Lfind them hard.to look at for 
more than a few minutes at a time. 
There is nothing really new or excit- 
ing about Ahis game; nmaatter of fact, 
i's almost a direct KnOck-off of the 
old Konami arcade-banger Gods 
without the problem-solving require- 
ments. Higher levels get tougher, 
which is nice, but the whole thing is 
really just a two-dimensional maze of 
passages and monsters. This is stan- 
dard arcade fare. The sounds, espe- 
cially the grunt elicited when jumping, 
get very tiresome. -Steve 
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Available at your. local ie Salers or, 


order direct from New World Componing at 
1-800-325-8898. (818-889-5650 


outside the US)) oriby mail PO BOX 4302 
Hollywood, CA\90078-4302) 
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7’ You’ve just left 

DIN | the unterseeboot 
pens at Kiel and 
the German Naval 
Command has 
commanded you 
to patrol sector 
AO18, just off the 
Scandanavian coast. Eager to join the 
action, you command your crew to set a 
course to take you around the eastern 
coast of Denmark. About half a day out 
you receive a radio report that a tanker 
is sailing up the coast. Should you wish, 
you may close and attack. You com- 
mand your crew to give you flank speed 


U-Boat 
by Deadly Games 


Game Summary 
Join the German Navy and enter 
the North Atlantic as you seek to 
annihilate Allied shipping. Hide in 
fear'as depth charges explode 


around your fragile hull. 


Overall 
Rating: 


Requirements: 


640x480 color or gray 
monitor, 4MB RAM 
Sound Support: N/A 


Controller: Mouse 
Distributed by: Deadly Games 
Retail Price: 

Hard Drive Space: 


No. of Players: 


One player 
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36 


Sir, SHIP SPOTTED BEARING 
DEGREES. . . 


DEADLY GAMES PUTS U-BOAT CAPTAINS INTO TWO 
CATEGORIES: THE SILENT AND THE SHARK FOOD. 


ia 
tgewe ore 


Leaving the U-Boat pens, you’re heading out to 
sea with an urge to sink some tonnage! 


at a bearing of 90°, hoping to cut off the 
Allied ship. Your lookout spies the ship 
heading 315° off your starboard side. 
Smiling to yourself, you command your 
sub to dive to periscope depth and arm 
two of the forward torpedoes, turning 
your bow to the south and towards your 
unsuspecting prey. The hunting is good 
in the North Atlantic tonight. 

The latest simulation from Deadly 
Games is U-Boat, a recreation of war- 
fare from the perspective of the captain 
of a German type VII submarine. While 
among the slowest and most vulnerable 
ships in the war, unterseeboots, or u- 
boats were greatly feared in the North 


Atlantic for their ability to travel unseen 
and appear next to Allied ships without 
warning. U-boats were responsible for 
the sinking of thousands of tons of Allied 
shipping and were one of the main rea- 
sons that many British naval captains 
didn’t sleep very well. 

During each patrol, you'll be given an 
area to patrol. On occasion, you will be 
asked to radio in your location. If a ship 
has been spotted close by, you may be 
given a green light or orders to close 
and attack. Since the sub comes with 
just 14 torpedoes and 20 rounds for the 
deck gun, you must plan your shots well, 
firing at enemy ships only when you 


You'll spend a lot of your time on the ship pilot- 
ing the North Atlantic from your chart screen. 


The most heartbreaking sight around; a battle- 
ship in your scope and no torpedoes to fire. 


have an excellent chance of hitting. 
Travelling under the surface of the water 
and attacking at night are your best 
options for a successful strike. Before 
you launch your Eel torpedoes, you 
must calculate the distance from the tar- 
get as well as its direction to ensure 
accuracy. Fire before the target is in 
range and you will alert it, which spells 
flight from non-military vessels or an 
attack from armed opponents. 

When your ammunition or fuel runs 
low, you'll need to end your patrol in 
spite of your orders and head back to a 
submarine pen. As the war progresses 


Nothing satisfies like an enemy destroyer being 
sent to a watery grave. 


and France surrenders, ports along the 
French coast will be open to you as well. 
At the end of each patrol, you are 
given a chance to go over your log and 
make note of your victories and your 
successful flights from a superior foe. 
Should the enemy prove too much for 
you, you are able to replay patrols that 
have failed. Success in bringing down 
enemy shipping brings high rewards! 
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You war log shows your kills, encounters and 
any accolades you've received. 


. mee 


U-Boat is as s elegant and imple as 
the edge of a sharp blade. There’s lit- 
tle in the way of extras here: it’s 
sheer nail-biting action all the way. 
Or rather, the painful anticipation of 


action. I’ve never seen a more. 


atmospheric simulator. You feel } 
self edging up, closer and cle 
You wait tensely. That ship cou 
you or outrun you at any mon 


unless you’re quiet, slow and patie it. wag 
Claustrophobia sets in as you dive oo 


the ringing accompaniment of de 
charges. A single hit, from anything, 
from anybody, and you go to the bot- 
tom for good. Nothing equals the joy 
of sending a cruiser to the bottom: it’s 
the ultimate underdog victory dance 
as the underwater David surfaces 


93 - 


U-Boat is a behise game of cat-and- 
mouse. You must be patient and 
silent, hoping your prey doesn’t see 
you. While this game contains very 
little in the way of great animations, it 
still ranks as one of the most enj 
able strategy games I’ve ever pla 
Action takes place at nearly a § 
pace, but U-Boat was designee 


simulator, not an arcade game. T ia 
top speed at the surface is slower 
than just about anything short of a a 


dinghy, while the maximum spé 


: underwater is about that of plankton. 
_ Fortunately, there is a time dilation 


effect incorporated into the game, so 
you don't have to run the game for 
several days just to get across the 
North Sea. While the graphics may 


Interface « 
oe. 89 

U-Boat is to computer gaming what 
the haiku is to poetry: it’s short, 
sweet, to the point and it says a lot 
more than the few lines that appear 
on the page (or in the code). It bears 
some similarity to other Dead| 
Games products, the most fannili 
me personally being M4, butiit is ¢ 
quite different. U-Boat create 


more of an atmosphere thar ee 


DG games, particularly when, 
enemy ship is depthcharging ya 

you rest on the ocean bottom 
meters below. It’s also much more of 
a game of patience. You can’t run up 
and attack the way you can in a tank. 
Since all of your enemies are faster 
than you and most of them are more 
powerful (one hull breach and you’re 


ee e Sound « Replay Value | 


ihe ved ¢ Graphics * Sound e Replay Value 


SU ebity * Graphics * Sound ¢ Replay Value 


93 93 | 


over the sinking Goliath. There are a 
few problems that keep this game from 
the threshold of perfection; more than 
one save game would be nice, as well 
as more patrols. But the elegant sim- 
plicity stands above these petty com- 
S, This is a very fun game; |’m not 
Ow many other games these days 
rially simulators) can give as 
Sheer joy, often just through ten- 
9d atmosphere, as U-Boat does.| 
itized voices, the realistic’ 

S and the sweaty patience’ 
required make this a game to leave on’ 
your hard drive for a very long time. Life 
in a U-Boat is life on the thin edge: dis- 
covery means death or failure. But this 
simulator will never die or fail to amuse, 
please or enthrall you. -Kevin 


94 98 


not be anything special, the sound = 
tremendous. You get the “feel” of being) 
in a sub just from the onboard intercom! 
(I highly recommend playing this one! 
with the headphones). The only item. 
that seems to have been overlooked is| 
gature to save your game. While this 
S pretty glaring at first, most peo-| 
> going to finish a lot of their 
nes with a pressure hull breach; the’ 
y other method to end the game is to 

your boat back to the pens at Kiel. 
vise, if you quit your game without. 
ending it, the computer will keep track 
of your whereabouts and will start from’ 
where your left off (consider it a single 
Save function). For its price, U-Boat is a 
solid value: a game that you will play for 
years to come. -Ted 


92 95. 
fish food), you have to use stealth and 
guile to your advantage. It’s incredibly 
rewarding to spend 20 minutes sneak- 
ing up On an unsuspecting tanker and 
then surface a couple of thousand 
meters away, taking it by Surprise. It 

@ts Very tense when you're waiting to 
see i! tne cruiser overhead is leaving or 
juSisbiding it’s time until your battery 
jt. The headphones that come 
vit! yame add to the experience, 

N if they aren't that great (but hey, 
"re free, so whadaya want?). U- 
Boat isn’t perfect. It would be nice to be 
able to access your log at any time 
instead of just after a kill or in port, for 
instance. More than one save position 
would be a boon as well. Still, it’s 
tremendously fun. -Steve 
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CAPTAIN, MY HARD DRIVE 
CANNA TAKE ANY MORE! 


BOLDLY GO WHERE NO ONE HAS GONE BEFORE AND BE 
SURPRISED AT THE NUMBER OF PEOPLE THERE. 


Captain James Tiberius Kirk stared 
thoughtfully at the recorder before 
thumbing the record switch. he began 
speaking calmly, unlike his trademark 
impassioned delivery. 

“Captain’s log, stardate 6238.4. There 
is no longer any doubt that the Enter- 
prise is being watched. By whom and by 
what type of lifeform has not been deter- 
mined. Even Spock has not been able to 
accurately assess the data. But the 
whole command crew agrees that recent 
events have been too strange, too struc- 
tured, to admit to any, less paranoid, 
solution. 


“We have encountered many strange 
phenomena before, be these seem... 
connected. When our old ‘friend’ Trelane 


., 7” ‘lie 


Complete inventory access is available at 
the touch of a button. 


Star Trek: Judgment Rites 
by Interplay 


Game Summary 
Rejoin Kirk, Spock, Scotty and the 
whole crew back in the days before 
they got old and fat. Play through 8 
episode that relive the style and 
characters of the TV series. 


Overall 
Rating: 


Requirements: 


87% 


386SX-16, VGA 

Hard Drive, 2 Meg RAM 
Sound Blaster 

and compatibles 


Retail Price: $59.95 
Hard Drive Space: 27 Meg 


No. of Players: One player 


Sound Support: 


0 COMPUTER GAME REVIEW 


The success of an away mission usually 
depends on the insight of the whole crew. 


shot down the Enterprise in a WWI 
biplane, when we found multiple life form 
readings on a known dead planet, when 
we found a primitive race suddenly pos- 
sessing extremely advanced technolo- 
gy—even the strange tenacity of Dr. Bre- 
dell and the Vardaine demands some 
sort of logical progression, some sense 
of purpose behind these encounters. | 
feel we are being manipulated.” Sudden- 
ly, the klaxon blared and the computer 
called Kirk to the bridge again. 

Take command of Kirk and crew as 
they beam down to mysterious worlds 
and encounter strange adversaries in 
situations that simply defy logic. The 
Enterprise is a long way from Starfleet 
Command-only you can discover what 
is challenging its crew beyond their 
wildest nightmares. 

Eight original missions appear in true 
episodic format. You'll control Kirk direct- 
ly, but have the away team at your dis- 
posal for the puzzles and situations pre- 
sented. The banter and humor of the 
original TV series is here, along with the 
full cast of characters. Sound effects and 
music also come directly from the series. 


Laaistee shields. 
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Call the shots from the captain’s chair, 
even as the universe explodes around you. 


Interface * Playability * Graphics * Sound * Replay Value 
87 85 89 84 49 


ST:JR fully captures the feel of the 
TV series in its dialogue, scripting 
and situations. In fact, plot elements 
and characters are often extensions 
of material from the series. The mis- 
sions feellike TV episodes; the ideas 
presemted aremvery Roddenberry at 
times, But this isn’t jus? a narrative 
retread: #@S @ pretty @arn good 
adve@ture game, A btg pius is that 
much Of the adventure is non-linear, 
or at (east allows different Solutions 
to the problems presented. My 
biggest complaint is that some of the 
puzzles are too easy; some episodes 
can be easily completed in an hour. 
Still, this is a must-see for solid 
Trekkers and a good game to boot 
for normal humans. -Kevin 


Interface « Playability « Graphics * Sound * Replay Value 
87 86 88 90 66 


Quickly, Captain! ST:JR is true to the 
original series, complete with plot- 


_ lines that allow you to be captured in 


immensely stupid ways, Nazi villains 


(are Nazis anything but villains?), 


and seemingly out-of-control fight 
sequences. TrekkiéS the World over 
will want this game just for the above; 
gamers Should enjoy it aS Well. The 


_ only thing T dislike about this game is 


that, if you die, you get Kicked back 


to the b@ginning’(e., there is no 
“Restore’a game” ment that pops 


up). Graphics are better than a lot of 
games I’ve seen, but not all. The inter- 
face requires some getting used to, 
but after about five minutes that should 
be cleared away. ST:JR is an enjoy- 
able Roddenberry romp. -Ted 


Interface * Playability * Graphics « Sound * Replay Value 


68 81 84 8 57 


Computer architecture: the final fron- 
tier. On these voyages of the Star- 
ship Enterprise, players encounter 
plots similar to those seen on the 
classic show and interact with them. 
The original Interplay. ST game was 
pretty@good and this One 1S equally 
fine. The interface is a Itttle difficult to 
use, and Wfound Ahat even extended 
play didnt help as much as I'd like 
(Bones and Spock’kept getting 
stunned). The music is alSo over- 
bearing at times. The lack’ofa restart 
is also a glaring error. Don't get me 
wrong; ST:JR is a fun game to play 
around with and even finish up, but it 
does have some nagging faults. | 
guess that even in the future, tech- 
nology isn’t perfect. -Steve 


PINBALL TO RAISE YOUR 
BLOOD PRESSURE. 


PINBALL FANTASIES IS A FOUR PART MEDLEY IN 


FRUSTRATION AND ADDICTION. 


21st Century’s latest entry in the elec- 
tronic pinball market is a collection of 
four tables all designed to stimulate an 
early heart attack or stroke. The tables 
each have builder shots where you have 
to make a series of ramp shots in a par- 
ticular order so that you can collect vari- 
ous specials. In addition, there are also 
timed shots where you have to beat the 
clock in order to collect the big points. 
The shift keys control the flippers and 
the space bar jiggles the machine. Each 
machine offers a jackpot that can be 
enabled in multiple and nefarious man- 
ners. 

Partyland is built around a theme park 
motif. It features an arcade shot that 
gives random rewards from nothing to 


The ball sails towards the drain on Speed 
Devils. Can you trap it and keep alive? 


Pinball Fantasies 
by 21st Century Entertainment 


Game Summary 
Challenge four different pinball 
boards each with multiple ramps and 
features. Strive to reach special 
bonuses, jackpots and other pinball 


‘Cran ROK 


Overall 
Rating: 
286/16, VGA 
Hard Drive 


Requirements: 
Sound Blaster 
and compatibles 


Sound Support: 


Controller: Keyboard 
Distributed by: 21st Century Entertainment 
Hard Drive Space: 4 Meg 


No. of Players: 1-4 players 
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Nice shot! Rig 
Partyland. Repeat it for increasing bonuses. 


five million points. Spelling out “Crazy” or 
“Party” enable features that allow you to 
really rack up the points on this one. 

On Speed Devils, you’ve started the 
race in 11th place, and it’s your goal to 
make it to first. The way to do it is to light 
the “GEAR?” lights, then take each of the 
side ramps in rapid succession. Each 
completion of the two ramps moves you 
up one place. This board requires more 
building (and more patience) than the 
other three. 

You can be the next contestant on the 
Billion Dollar Gameshow! Just insert a 
coin. Hit the ramps in various sequences 
to light valuable prizes (like a television 
with no commercials(!)), then shoot up 
the million ramp to collect. Score all six 
and take your shot at the billion point 
bonus! 

Finally, on Stones and Bones, you 
encounter a spooky haunted house fea- 
turing ghosts and goblins. Put them to 
work for you by lighting the target lights 
and collecting your prize in the vault. 
Light the tower lights for increasing point 
values including a valuable bonus hold 
and an extra ball. 


Which way will the ball go? Into the Vault of 
Stones and Bones or over to the skill shot? 


Interface * Playability « Graphics * Sound » Replay Value 
85 84 74 ~=80 94 


Wow. At first glance, this didn’t seem 
like much. But after we sat down with 
the manual and learned the tech- 
niques and methods of scoring, | was 
overwhelmed. This game cost us 
many lateenights andescreams of 
rage. Ahese Boards are a builder's 
paradise=not muchsis worth points at 
the beginning, but you slowly build up 
potentials and bonuses until every- 
thing \youshit iS worth a million points. 
lf you like pinball, Save yourself now 
and run aWay. This game will get you 
where it hurts. It’s short and seem- 
ingly simple, and the endless litanies 
of “one more game’ will destroy your 
free time and eventually your life. It’s 
not perfect, but it’s maddeningly 
addictive and good. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 


96 94 88 86 94 


_ Three of these four tables are really 
addictive: Billion Dollar Gameshow, 
_ Speed Devils, and Stones and Bones 

_ are truly up-all-night entertainment. 


Partyland is most kindly referred to 
as a “throwaway” (although I’m sure 
opinions Will differ). Usually | can't 
stand pinball games that scroll up 


and down!across your screen; it’s 
_ usually way too difficult to set up a 


shot.| These tablesy however, scrolled 


_ so smoothly and were designed so 
_ well thaf'f'was almost immediately 
- able to put together the whole table 


in my head. The graphics are very 
good; sound is pleasant. Control is 
handled by four keys, so unless 
you’ve got hooks in place of hands, it 
shouldn't be a problem. -Ted 


Interface * Playability * Graphics * Sound » Replay Value 
90 84 19 «62 94 


The first time | played this, | hated it. 
While it is technically a pinball game, 
there isn’t as much to shoot at on 
most of the boards as | have come to 
expect. However, sitting down with 
the manual,and reallyelearning each 
board¢helped ‘out a lot. Now that | 
understand what to shoot for, | find 
the game’ much more enjoyable. 
Stones and Bones and Speed Devils 
are my favorites since both require 
building bonuses and special shots 
more than the other boards. Pinball 
purists will want to stay far away from 
this product: there are other, more 
accurate pinball sims in the world. 
Anyone who wants a little fast, 
arcade-style action will find a lot of 
enjoyment here. -Steve 


AN ORIGIN INTERACTIVE MOVIE” 


tripped of memory, artificially enhanced with both human and alien 


technology, you are intended to be the perfect untraceable assassin for 
the scheming Mondite’s master-stroke. 


But it’s more than a science-fiction computer game — it’s an ORIGIN Interactive 
Movie. We've made a movie for you to star in, not just another game to play. 
Your interaction advances the story as you take 
your animated 3-D synthetic “actor” through a 

“drartaticactionepacked adventure, 


{ 


! 
d 


Copyright © 1994 ORIGIN Systems, Inc. BioForge and ORIGIN interactive Movie are trademarks of ORIGIN Systems, Inc. Origin and We create worlds are 
registered trademarks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. Intel, Intel486 and Pentium are trademarks 
of Intel Corporation. 


Available at a software retailer near you, or call 1-800-245-4525 for MC/Visa/Discover orders. 
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Actual screens may vary. 


¢ Employs the camera and editing 
techniques found in your favorite 
movies — from varied camera 
angles to rapid-fire cut 
sequences, long shots and 
closeups for emotional impact. 


© Eliminates the artificial breaks 
between interactive and viewed 
portions of a game — the story 
is melded into a single cinematic 
experience. 


° Directs the pacing and tempo so 
that the plot flows swiftly but 
smoothly, fueled by your 
decisions. 


FOR A GREAT GAME EXPERIENCE, 
WE RECOMMEND AN INTEL486™ 
DX2 or PENTIUM™ 
PROCESSOR-BASED SYSTEM. 
FOR LITERATURE ON INTEL 
PROCESSORS, CALL 
1-800-756-8766 


née WE 
Ule Akh Ve 
An Electronic Arts* Company 
P.O. BOX 161750 AUSTIN, TX 78716 


SPEND A SUNDAY DRIVING 
ON SEDATE SCENIC ROADS. 


IN LASHING RAIN, DRIVING SNOW AND DARKEST NIGHT, 
BURN TIRES ACROSS BAD ROADS AT UNSAFE SPEEDS. 


Imagine driving a car through the 
scenic routes of Europe—not the over- 
travelled highways and autobahns filled 
with sweating tourists, but the quiet 
roads, flanked by trees and small vil- 
lages, riding on gravel or tarmac instead 
of boring asphalt. A partner sits beside 
you, helpfully pointing out the idiosyncra- 
cies of the road ahead. Occasionally a 
car passes you, or you overtake one; but 
largely, you ride through the pastoral 
scenery, enjoying nature—at speeds 
exceeding 100 miles per hour, thrashing 
country roads with three hundred horses 
under your hood, pulse pounding, navi- 
gator screaming “Hairpin right!” in your 
ears over and over again while rain not 
seen since Noah turns the road into a 


einieiaiiiatin 


Get an reconnaissance view of the next leg 
of the track and plan accordingly. 


by Accolade 


Game Summary 
Race five different cars in all 35 
stages of the 1993 RAC Rally. Drive 
through forests and moors and on 
race tracks in the worst weather 


He 


Overall 
Rating: 
386, VGA 
640K, Hard Disk 


Requirements: 
Sound Blaster 


and compatibles 
Distributed by: Accolade 
Retail Price: $59.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


One player 
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Race through the muddy forests and wind- 
swept moors of Great Britain. 


mudbath of shattered windshields and 
torn suspensions. Welcome to the Rally. 

Race through the final round of the 
1993 World Rally Championship. 
Choose from five race-bred supercars, 
from the Ford Escort Cosworth to the 
Subaru Imprezza. Rally includes all 35 
stages of the RAC Rally—parkland, 
forests, moorland and race tracks in 
varying states of repair and surface. 

Can you handle a powerful car on an 
icy gravel road, or on a wind-swept moor 
turned into standing mud? Look at 
graphics digitized from video footage of 
the actual Rally route as day turns into 
night and visibility disappears. 

Racing a rally is also an exercise in 
damage management; should you fix the 
brakes or the turbo, the suspension or 
the windshield? The faster you race, the 
more time you'll have to fix those impor- 
tant parts. 


Rally also offers a host of options to 
make your performance better, such as 
practice sessions on different tracks. 
Other options include autobraking for 
those tight turns and autoshifting to elim- 
inate speed worries. 
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Drive in different weather conditions, from 
snow to absolute night. 


Interface * Playability * Graphics * Sound * Replay Value 


78 82 83 82 70 


lve never been a racing fan, seeing it 
as a boring exercise in patience and 
tenacity rather than reactions and 
strategy. Rally is very different from 
my idea of a stereotypical racing 
game, or.racing itself for.that matter. 
Thes@ trackSaaren’t Bland ovals 
designed {6 Build ip Speed; these 
are deadiyecountry roadsjatilied with 
tight tamms and narrows™Weather can 
deal you a vicious hand immediately, 
while ‘the necessity Of Gamage con- 
trol adds an obvious Strategic ele- 
ment. It’s still a racing game, which 
means that control is difficult with 
either joystick or keyboard, and that 
the goal of play is simply to go fast; 
but Rally taught me that racing 
doesn’t have to be boring. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
88 91 89 94 82 


| played Rally a bit at CES, and 
wasn’t particularly impressed with its 
control. However, what | played there 
was a beta, and the final edition is far 
superior to the beta. This is one fun 
game. Although there.is only one 
rally tdat comé@s with the game (are 
more forthcoming?), thereyare 35 
individualtracks in that rally. It takes 
the better part of 15 houfs to play 
through the entire rally, Control is 


- much improved over the beta, graph- 


ics are Good, and sound's excellent 
(including a talking navigator). The 
parallax is incredibly good, giving you 
the feel of travelling through the Eng- 
lish countryside. | particularly like the 
spectators along the course: they'll 
flip your car upright if you roll. -Ted 


interface * Playability * Graphics * Sound * Replay Value 
BY COTa 82. &3 86 


Rally has some good stuff going for 
it. First of all, there are tons of tracks 
to race on and some decent cars to 
do it in. | really like the varying 
weather conditions and the effect 
they have.on the race..For instance, 
you cafh roll your vehicle Ona hairpin 
turn in the rain very easily, just like in 
real life. Whe control,awhile hardly 
awkward (a couple of keys or a joy- 
stick), iS a little looSe at times. | had 
much better luck playing with the 
keyboard and not the joystick. Plan 
on running a few test rallies before 
you really get involved in the game. 
The conforming to the RAC rules and 
the options when running a team are 
a definite plus. This is a fun one for a 
few minutes orafew hours. -Steve 


eI ius PAC 


In Pacific Strike, you cruise into all major battles of the Pacific 
theatre — Pearl Harbor, The Coral Sea, Midway, Guadalcanal, the 
. Solomon Islands, the Marianas, Leyte Gulf, lwo Jima and Okinawa. 
Now you can change the outcome of each battle and the entire 
war through your own successes and failures. Can you force an 
to the war before thal - ae on Hiroshima? 


nat 7 
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and Helldiver enjoying the astounding realism Pf their uly 
instrumented cockpits. You'll do more than practice! 


© Hone your skills as you face relentless enemy pilots in Zeros, 
Kates, Vals, Bakas, Betties and more — so graphically detailed 
that you can even see enemy pilots and insignia. 


© Prove those skills in a stunning variety of missions — grueling 
dogfights over the Pacific, dive-bombing runs against carriers 
and warships (including the Yamato!) and challenging rocket 
attacks on pillboxes, airfields and other ground installations. 


oe An Blechtanie. Arts? Company Oe ao Se 
oe ©Copyright 1993, ORIGIN Ste Pacific Ske i a rademark of ORIGIN Systems, Inc. Origin and We 
Ss : | . : a create worlds are registered trademarks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of 
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WATCH YOUR FAVORITE 


STARS STRUT THEIR STUFF! 


NFL PLAYERS POUND THE STUFFING OUT OF EACH OTHER 
WHILE AL MICHAELS COMMENTATES. 


The score: down by six. The field: six- 
teen yards out of the sweet end zone. 
The situation: fourth down and goal with 
less than a minute in the game. What’s 
the call? Loser’s field goal? How about a 
crafty reverse, a quick out or a middle 
zone overload? 

In Unnecessary Roughness, you're the 
coach who makes that call, the player 
who executes it, or both. Pick a team 
filled with real players, like Thurman 
Thomas, Michael Irvin, John Taylor and 
“Neon” Deion Sanders, to name a few. 
Play an exhibition game or a full Season. 
Or, if you like, build a dream team of 
your favorite NFLPA stars and take on 
the world. Remember, the legendary Al 
Michaels will be announcing the action 
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Call the plays from a full playbook or design 
your own during downtime. 


Unnecessary Roughness 
by Accolade 


Game Summary 
American football from an action 
and a coaching: perspective. Play 
seasons or single games with real or 


homemade leagues and teams using 
NFLPA players. 


Overall 
Rating: 


Requirements: 

VGA, Hard Drive 
Sound Blaster 

and compatibles 

Controller: Keyboard, Joystick, Mouse 


_ Available for: PC and compatibles 
Designed by: Accolade 


Distributed by: Accolade 
Retail Price: $59.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


1-2 players 
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View the field with a full 3-D rotational 
engine, from the lines to the blimp. 


every step of the way. 

Then choose to play, coach or both. 
As a coach, take advantage of a thick 
playbook with diagrams showing you 
just what's what. The gridiron strategy is 
up to you. As the player, enjoy pinpoint 
passing (with receiver viewing) and 
bone-crushing action. 

View that action from literally any point 
you choose with the Infinity Cam. Start 
with ten basic camera angles and zoom, 
pan and rotate to your heart’s content. 
Get a linebacker’s eye view, or stare at 
the game from the sidelines. Watch the 
defense from high above, or scope out 
the intricate fakes of a pounding offense. 
You'll be seeing as much of the Super 
VGA graphics, or as little, as you like. 

Off the field, relax into the Commis- 
sioner’s office as you build a league 
schedule exactly as you want it. Take 
the ‘93 schedule or arrange scheduling 
based on standings. As a coach, fill your 
playbook with plays that echo your style, 
or build as many new plays as It takes to 
send your team to the championship. 
You can even redesign your team uni- 
form and logo. 
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Get tte rae by-play with Al | Michaels giving 
you the low-down on your players. 


Graphs * Sound» Repay Vt] 


UR eG pretty package. It’s Gok - 


great deal of visual detail (real num-| 
bers for players on the field, random: 
quarter bounces, etc.), and a good 
flowing interface. The free camera is. 


defenders running by their targets. 
All-in-all, though, UR is a good pack- 
age for those who like the game of 
football, as opposed to either the 
process of management or the strat- 
egy of the game. -Kevin 


For SRE of you just pHeeking |i in, let 
me state once more for the record’ 
that I’m not a big fan of sports sims. 
UR, however, could change that, if 
only just by a little. | found the inter- 


face comig not forced. 


killing o echnology. 
The thi as (and | 
know th eeky) the 


camera 00 sitioning. t separate 
views are available, and you can run 
replays from any of them. The major 
detraction from this game is its Al: it 
seems to be a kissing cousin of the 
idiot savant who plays the banjo in 
Deliverance. -Ted 


UR has some strong points and 
some weak points. Its strengths are. 
its ability to play a decent game of) 
arcade football and the very pretty 
graphics. Downsides are the cheer-. 


leader ion and the 


very Strat »cases of 
players cov ere the 
player in q ength of 
the field al 2 receiv- 


scrimmage, 
resulting in a fourteen-yard loss. Talk 
about pain and frustration! As a pure 
coaching affair, UR leaves much to 
be desired. AS a combination play- 
calling and action game, though, it’s 
pretty good. -Steve 


eal-time combat ¥ 


; character a frames for th atar™) and 10 times thi cl 
art of any previous Ultima! 


nc edibly smoot ifeli mation — 400 frames ; 


Actual screens may vary. 
_ FOR A GREAT GAME EXPERIENCE, WE RECOMMEND 
‘AN INTEL486™ DX2 OR PENTIUM™ PROCESSOR- 
BASED SYSTEM. FOR LITERATURE ON INTEL 


VOLUNTARILY 


RATED MP-13 


(For Mature Players) 


PROCESSORS, CALL 1-800-756-8766 An Electronic Arts’ Company 


Copyright © 1994 ORIGIN Systems, Inc. Pagan and Avatar are trademarks of ORIGIN Systems, Inc. Ultima, Britannia, Origin, and We create worlds are registered 


trademarks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electronic Arts. Intel, Intel486 and Pentium are trademarks of Intel Corporation. 
For IBM PC and 100% compatible systems. 


Available at a software retailer near you, or call 1-800-245-4525 for MC/Visa/Discover orders. 
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You’ve been known as an adventurer. 
Risking life and limb for the sake of a 
good story is nothing new to you. In fact, 
you find it enjoyable. Still, you were 
more than a little worried when your air- 
plane crashed on what your charts told 
you was a Sparsely populated island 


Isle of fhe Dead 
by Merit Software 


Game Summary 
Run around an island loaded with 
rejects from Italian zombie movies 
and blow their heads off. Rescue the 
babe, defeat the evil scientist and 


He 
88% 


Overall 
Rating: 
386 or better, 2B RAM, 
DOS 5.0, VGA 


Requirements: 
Sound Support: Sound Blaster and 
Controller: Keyboard, Mouse 


Retail Price: $59.95 
Hard Drive Space: 
No. of Players: 


One player 
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The next in the series of zombie movies? Well, 
not exactly... 


with little or no chance of any technology 
or possible assistance. 

Of course, you were even more upset 
when you realized that you were the 
only survivor of the crash, and you man- 
aged to make it out alive only because 
you were thrown clear of the craft. Sum- 
moning your courage, you walk back to 
the plane to gather supplies from your 
fallen fellow travelers. 

Grabbing a native phrase book, a pair 
of wire cutters, a machete, a flare gun 
and the plane’s compass, you decide to 
head around the island to locate some 
help. Good idea, since enroute, you find 
a cave with a rifle and on the beach you 
spot some coconuts, a well-preserved 
shotgun and some ammunition. 


THE NATIVES 
WOULD LIKE 
TO HAVE 


YOU FOR 
LUNCH. 


Merit’s ISLE OF THE 
DEAD BRINGS NEW 
MEANING TO “Bite Me!” 


Using your trusty new machete, you 
hack your way inland to look for the 
natives. Bad move! It seems that this 
Supposedly peaceful tropical island is 
densely populated. True, most of the 
denizens can be categorized as bereft of 
life, that doesn’t stop them from moving 
around. It also doesn’t stop them from 
trying to take bite-sized chunks out of 
your tender flesh! Now you've got an 
even more pressing problem than find- 
ing a Spare part to your plane. You’ve 
got to figure a way to Survive on an 
island that looks like it comes straight 
out of a George Romero movie! 

In Merit Software’s Isle of the Dead, 
you take the role of the sole survivor of 
an airplane crash on an island that is lit- 
erally teeming with undead monsters. It 
seems that someone (or something) is 
behind this growing army of undead 
creatures. Now, your only hope to 
escape the island in one piece is to fig- 
ure Out a way to stop the zombies’ cre- 
ator from carrying out his nefarious 
schemes. 

Luckily for you, in addition to the guns 
you found, you can also locate ammuni- 
tion in the jungle and the caves you’ll 
need to explore. You can also find 
bananas, coconuts and an occasional 
medical kit that can be used to restore 
your health after one of the zombies 
gets too close for comfort. 


Jake, our hero, gets flung from the wreck of his 
plane onto the dinner plate of the natives. 


Inte face | 


~ Playability ° 


Graphics + 


‘Sound + : Replay Value | 


Being torn apart by wolves is just one of the 
many ways to meet your final fate. 


There is a village of still-living natives 
in the vicinity as well (good thing you 
picked up that phrase book, eh?). The 
chief there will ask for your assistance in 
rescuing his daughter who was taken 
the previous night by the other “pale 
skin.” Now you need to locate his broth- 
er on the other side of the island. 

Isle of the Dead will take you through 
various jungle scenes and cave settings 
as you search for the items you need 
and the answers to your questions. With 
graphics that look as if they were drawn 
for horror comics from the 1950’s, Isle of 
the Dead manages to take a humorous 
slant on the potentially frightening situa- 
tion occurring on this tropical island. 
Each time the hero steps in the wrong 
place, gets overwhelmed by zombies or 
even quits to DOS, you'll see an amus- 
ing, if grisly death sequence. 

Much of the game is played with a 
Castle Wolfenstein 3-D-like interface via 
several controllers. At certain points (the 
island village for instance) control will 
shift to a standard adventure game inter- 
face. At anytime during play, you can 
access your inventory to look at the 
items you have or switch weapons 
(which can also be accomplished with a 
simple keystroke in the arcade portion of 
the game). 

If you've ever loved watching B- 
movies on late-night television or if you 
just want some good blood ‘n’ guts fun, 
check out Isle of the Dead. Parents, be 
warned. Isle of the Dead does contain 
some scenes of graphic (albeit cartoon- 
ish) violence. 


No sotnble inhabited island would be complete 
without a psychotic scientist. . 


Interface 


oo. Se : 
No guts, no glory. By that rating, |OD 
is filled with more cartoony glory than 
you can possibly imagine. This is a 
no-holds-barred over-the-top comic 
book zombie bloodbath, complete 
with headless men, grisly women and 
the compulsory cute homicid 
It's also a smooth-running 
stein engine, with plenty of 
filled mazes to run. It’s 
adventure game, filled with o 
pick up and manipulate, char 
“interact” with, and quests to 
I've listed the components in IOD in 
the order of competence, interest and 
intent. By rights, most attention is lav- 
ished on the elaborate death scenes 
and late-show gore—because that’s 
the ES im. It's the hook, the irre- 


a Graphics 


Isle of the Dead leads the pack in 
defining game noir. It is often brilliant- 
ly funny through its sheer morbidity. 
The death scenes are very choice, 
though they’ll probably give young 
children fits and bad dreams for 
weeks. Most straight cartoon 
are incredibly unfunny; 
wouldn't work in any other f 
you're a big fan of fifties 
schlock, | can’t think of a b 
to have in your software libra 
think that any game capture 
spirit of Dirk Megaton, Human H- 
Bomb, any finer than this, submit it to 
me. | love the underlying plot: you’re 
an unwilling hero with a typically 
bland B-movie name (Jake Dunbar), 


and you must make zombie hash in 


Playability 
85 88 

Isle of the Dead is a watershed 
action/adventure for several reasons. 
First of all, it manages to take itself 
just barely seriously enough that the 
whole game plays like a 1950’s B- 
movie, but not so seriously that it 
can't make fun of itself. Cor 
with mad scientists, damsels 
tress and native chiefs who s 
pseudo-pidgin English, l|OT@ 
well have been a weird Italia 
film or another gruesome dé 3 
from George Romero. Second, 

control scheme is absolutely the best 
knock-off of Wolfenstein 3-D that 
anyone (besides Id themselves) has 
created. Third, the cartoonish look is 
an excellent break from the recent 
trend of trying to make everything 


Graphics ¢ | 
90 of 60 


88 ee eS 

sistible different take that makes OD 
stand out. The 3-D engine is sharp and 
well controlled, with plenty of action to 
satisfy even the itchiest trigger finger. 
The adventure elements are sparse and 
sketchy; not so much ill-designed as 
ity. You're given just enough 
ep your attention focused in 
ion. This has all the cheerful 
a B-movie that knows it’s 
d has decided to revel in its 
5s. It revels well. The plot is 
anid strong enough to keep you 
going a while, and the action is mind- 
less enough to keep you playing. It’s 
low-impact visceral aerobics, George 
Romero’s Saturday morning cartoons. 
It's funny, fun and flush with sanguine 
entertainment. -Kevin 


Sound ¢ Replay Value 
88 84 — B 
order to save the world from the clutch- 
es of the evil scientist (and, incidentally, 
get the girl and get off the island). True 
to its genre, there are no subplots; it’s 
just kill, kill, kill from the moment you 
enter the jungle. While many people will 
his on some level with the zom- 
ovies of George Romero, they 
aouldn’t. There’s a lot less going 
game than there is in any of 
though the humor is just as 
dark. The fact that you can 
Ne background music (figure it 
out for yourself) scores extra style 
points; the manual is also a blessing in 
disguise, as it consists of installation 
and troubleshooting tips (who needs 
directions in a game like this?). Take it, 
Jake Dunbar. _-Ted 


Sound « Replay Value” 


look as realistic as possible. Cartoons 
don’t always work, but the choice of 
using that look for this game makes it 
better than it would have been with digi- 
tized footage. Fourth, the death scenes, 
of which there are many, are often very 
Even the quit to DOS is funny, 
sty. There’s just enough of a 
ack humor to make this one 
shing. My complaints are the 
A mapping utility, since | often 
yself going through the same 
epeatedly. Also, the zombies rise 
up again if you leave an area and come 
back; this can become frustrating. | 
understand their returning to undead 
life, but I’m not too keen on it. Regard- 
less, this is a well-designed piece of 
software. | like! -Steve 
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LON T LET 
THis Guy 
LIFTING A 


He’s General Minh, en 
a deranged, power-mad 


sicko running a maxi- 


mum security Factory 


of Doom. She’s a 
chopper pilot turned 
survivalist named Kat. 
fam And 
trying to get the 


hell out. You’re 


Raigosie 


her only hope 
of making it. 
Guide Kat along 
ape route—the Critical - 

in th 


Macs and Windows™ PCs. _ 


From your fully-equipped 


ee 


Nuh 


MER FACE , 
VVITHOUT 
FINGER! 


Together, you and Kat will negotiate 
scene after scene of killers, mutants, 
traps and high- 

explosive surprises. 

It’s gritty. Intense. 

Realistic. You'll 

feel like you’re 

starring in your 

Own action movie. 

You’ll experience full motion video, 
real actors and a storyline that hinges 
on your every move. 

Sign up for combat 
duty at your local soft- 
ware dealer. Or call 
1-800-684-6699 to 

order Critical Path. 

- And while you’re 


at it, ask about 


upgrading your 
computer with a a 
multimedia kit. MEDIA VISION 


Now, that’s multimedia! 


: Media Vision, the Media Vision logo and Critical 
Path are trademarks of Media Vision, Inc. © 
1994 Media Vision, Inc. All other trademarks 


/ CGR Reviews | 


BLOOD, GUTS AND MORE 
THAN A HINT OF VERTEBRAE. 


WATCH FOR YOUR FAVORITE INTERNAL ORGANS AS YOU 
MATCH REFLEXES AGAINST DEADLY MARTIAL ARTISTS. 


seven of the world’s deadliest martial 
artists have gathered together for the 
ultimate contest. The mysterious Shang 
Tsung has offered his island as the bat- 
tleground. The winner will earn the title 
of the deadliest martial artist alive— 
because the fight is to the finish. 

Johnny Cage is the martial artist who 
hit it big on the silver screen. But, even 
though he trained under some of the 
world’s finest masters, many people 
refuse to take his skills seriously. Cage 
will try to prove them wrong with his 
Shadow Kick and Split punch. 

Kano is a mercenary thug, devoted to 
a life of crime. His cybernetic implant 
lends a psychotic gleam as he hurls a 
Knife or curls into a Cannonball. 


PUSH START 


Pid 
OE 
Y 


Sub-Zero removes another competitor from 
the tournament, somewhat forcibly. 


Mortal Kombat 
by Ultratech 


Game Summary 
See why this is one of the most 
controversial games ever created. 
Beat the wet blueberries out of your 
opponents and then disembowel 
them for tasty fun. 


Overall 

6 
Rating: 
Requirements: 386-20, DOS 5.0 
Hard Drive, VGA 
Sound Blaster 
and compatibles 
Keyboard, Joystick 
PC and compatibles 


Sound Support: 


Controller: 
Available for: 


Distributed by: UltraTech 
Retail Price: $69.95 

Hard Drive Space: 

No. of Players: 
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TEST vOuR MICHT 


Between combats, test your might against 
un-resisting and innocent objects like wood. 


Rayden is rumored to be the mortal 
avatar of Rayden the thunder god, invit- 
ed to earth by Shang Tsung. His is a 
powerful and silent presence, punctuat- 
ed only by bursts of Lightning and an 
eerie ability to Teleport. 

Liu Kang despises Shang Tsung and 
takes part in the tournament for the 
honor of his Shao-lin temple. His Flying 
Kick and Fireball will be tested. 

Sub-Zero is a member of a legendary 
and secretive clan of Chinese ninja. His 
techniques include a Slide Kick and a 
Freeze Blast to still opponents. 

Scorpion is a dark shade, a spirit in 
ninja form bent on revenge against Sub- 
Zero. He uses the cruel Harpoon or a 
clever Decoy maneuver. 

Sonya Blade is here by accident; she 
was a member of a covert U.S. agent 
team tracking Kano when she was 
ambushed and brought here. She’s 
hardly defenseless with her Leg Grab 
and Energy Wave. 

One or two players can battle it out 
and face the ultimate challenges: Goro 
the beast and finally Shang Tsung him- 
self. Rated PC-17. 


- on wes eh aw ated 
ey PUSF ST rris 


y-but he 


Interface * Playability * Graphics * Sound * Replay Value 


81 82 89 =«84 87 


A very, very faithful adaptation of the 
arcade game. In fact, this is pretty 
much the arcade game, period. 
Everything is the same-—graphics, 
sounds, fatalities. The biggest prob- 
lem this.game has is_the lack of a 
decent control scheme, Since the 
arcade Original uses five buttons and 
a joystick) The PG two-bulton joystick 
does’ a passable job at control; the 
keyboard is worse. Stiff, if you like 
MK in the arcade, you'll liké it on the 
PC. A 486°1S a must for ‘fluid action, 
but the action is very fast when 
you've got the power. | still prefer 
Street Fighter II in the arcade, but I’m 
not really rating the game itself here 
as much as | am its nearly flawless 
conversion. -Kevin 


_ |Interface « Playability * Graphics * Sound * Replay Value 


91 92 oo. OGL 94 


| never played Mortal Kombat in its 
arcade version, mainly because I’m 
usually pretty rotten at fighting 
games. | guess | didn’t Know what | 
was missing; this game is a lot of fun 
(gore and.all). The.animation is 
sharpygraphics, are good, and sound 
is decent. What really makes me like 
this gamey though, is itstinterface. 
Control is child's play compared to 
some games Ive had to deal with. 
The numerous “special” moves add 
spice to the game, while the kill 
sequences are quite graphic in their 
level of detail. | wouldn’t recommend 


_ this one for the kiddies, but it pro- 
_ vides a certain visceral thrill which is 
_ difficult to find in arcade-style games 
_ for the PC. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 
84 81 88 85 92 


While MK wasn’t my favorite arcade 
game, | thought it was decent. I’m 
very impressed with this conversion, 
though. If you loved (or even sorta 
liked) the arcade game, this is an 
extremely,.faithful, reproduction. The 
graphies are pretty sharp, the voice 
and sound are good and, surprisingly 
enough fora fighting game), the con- 
trol is‘remarkably well’programmed. | 
did have some trouble getting off the 
special moves of several of the char- 
acters (Sub-Zero’s freéze in particu- 
lar) but that only detracted slightly. 
As solid as this is as a one-player 
game, the two player mode is more 
fun (and usually a bit more equal). 
The price is a bit steep, but it’s 
cheaper than a coin-op. -Steve 


This one 


will blow 
you away! 


Get ready for the second volume in SSl’s 
hugely successful ADVANCED SIMULATOR SERIES! 
GREAT NAVAL BATTLES VOLUME Il: GUADALCANAL % 
sends you to the South Pacific for the monumental =: 
conflict that rocked these remote islands. Five tactical 
battles, three carrier battles, and one full campaign 
provide limitless hours of cutting-edge World War II naval 
combat simulation. All in crisply detailed Super-VGA! 
Build your forces from100 ship types and 20 plane types. 
as you engage enemy forces on land, at sea, and in the air. 
Sophisticated command and control features let the computer 
handle the details while you make 
the big decisions. Or, micro-manage 
every detail — right down to the 
targeting of individual guns! 


Great NAVAL BATTLES VOL. hs. ’ 
GUADALCANAL | 


THE PREMIUM 
NAVAL COMBAT — 
SIMULATOR. 


IBM 256-COLOR SVGA DISPLAYS. 


IBM & 


COMPATIBLES 


Available on 
3.5” disks : 
and 

CD-ROM. 
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QUESTING FOR GLORY IN A 


LAND OF CLASSIC HORROR. 


MEET HUNCHBACKS, WEREWOLVES AND UNFRIENDLY 
BURGERMEISTERS IN A WORLD THAT NEEDS A HERO. 


You remember nothing about how you 
came here—a moment’s blackness, it 
seemed; hardly long enough to dream. 
But if this is a dream, it’s a nightmare. 
Undead creatures walk the night in the 
land of Mordavia, terrifying the dwindling 
number of villagers into a sullen silence, 
distrustful of strangers. Garlic festoons 
their houses like the fear that decorates 
their eyes. Whispers of a cult of mad 
monks and a terrible power they brought 
to life have stiffened the people as if 
they were corpses. What these people 
need is a hero. Luckily, that’s your pro- 
fession; your purpose here is to investi- 
gate this timid land and discover the fire 
you need to shatter the Shadows of 
Darkness that cover this land. 


te "Igor not hear rumors, 
| Igor uot know Olga’s 


| husband run off vears | 


iy 


| back. Nobody tell 


It’s just Igor, the gravedigger and part-time 
lab assistant. No one tells him anything. 


Shadows of Darkness 
by Sierra On-Line 


Game Summary 
The fourth in the Quest for Glory 
series has the protagonist waking up 
in a strange new world of were- 
wolves and gypsies, gothic castles 
and menacing characters. 


Overall 75% 


Rating: 
386, 4 Meg RAM 


Requirements: 
Hard Drive, VGA 


Sound Support: Sound Blaster 
: and compatibles 
Controller: Mouse 


Distributed by: Sierra On-Line 
Retail Price: $59.95 


Hard Drive Space: 
No. of Players: 


One player 
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Your choice of character class makes more 
difference than you might expect. 


Shadows of Darkness is the fourth 
installment in the popular Quest for 
Glory series. In fact, a character can be 
imported from any of the previous 
Quests, or a character can be started 
anew. This choice of character will have 
far-reaching effects on the game; the 
selection of fighter, magic-user or thief 
will alter the puzzles, combat and obsta- 
cles of the rest of the game. Continued 
character development will also bend 
the world around you, ensuring an 
appropriate level of challenge. 

And challenged you will be, since 
Shadows of Darkness contains a 
tremendous number of puzzles. But 
don’t worry; a hint feature is available 
that will, eventually, even solve the puz- 
zle for you—at a cost of both your pride 
and the points for completing the puzzle. 

Combat, too, is a sophisticated new 
player-directed system. You can choose 
the action-oriented arcade sequences 
with desperate choices as to placement 
of attack, or settle for setting a strategy 
for the computer to fight for you, allowing 
you to relax as the climactic confronta- 
tion goes on. 


a = 


Wander around 110 exotic areas and meet 
over 30 unique denizens of Mordavia. 


Interface * Playability * Graphics * Sound « Replay Value 


82 87 88 85 40 


| was fully prepared to dislike SOD, 
as |am by no means a fan of the ear- 
lier QFG installments. Instead, | was 
mildly surprised. While some of the 
design tenets that annoyed me still 
continue_(endiess numbers of point- 
less, empty NaturesScenes that must 
be walked across 10 get anywhere), 
the wholewhas been sharpened and 
tweaked into a packa§eé that’s pretty 
medioere. |_.Go apprécialé the ability 
to let the Computer Tight for’me with- 
out suffertng extra fosses due to 
computer ineptitude. The storyline is 
mildly engaging, although it toes the 
line between genre and cliche just a 
little to tightly for my taste. If you like 
the QFG series, you'll like this one 
too; but | don't, so | didn't. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
75 81 96 86 30 


QFG:SOD causes me to throw my 
hands up in despair, again. Sierra 
has made a name for itself using a 
trademark engine, tweaking it a little 
bit more with each new game it pro- 
duces (if,yourve played any of their 
other Quést SeriéS YOU KNOW what | 
mean) 4 Essentially thissgame relies 
on your ability to distinguish fore- 
ground (manipulable) Objects from 
the background (just/like all the other 
Quest games), while adding features 
it could probably just as easily left 
out. The graphics are incredibly 
good, but exactly how many stupid 
nature scenes do you need to put in 
a game to make the customer feel 
he’s getting his money’s worth? 
Hmmm and ho-hum. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 


84 88 So G7 40 


Okay, is Quest for Glory IV a serious 
game or a funny game? Give up? Me 
too. At times, it seems to be relatively 
serious (as serious as most Sierra 
games, Police Quest excluded, ever 
get), yet at other times,.things hap- 
pen with no other purpose that | can 
fathom other than to make the player 
laugh. It i$ at theSé times, that the 
game exposes its weakness. The 
optionsscontained in, thé Game are 
very nice. The character creation is 
too simplistic, but onthe whole, the 
game is good. However, there just 
isn’t enough elsewhere in the game 
to make it worth my while to finish. If 
you've followed the series, it's worth 
a look, but for the novice QG’er | find 
it hard to recommend. -Steve 


With All the Games 


ONLY ONE HAS 


Knocking at Your Door... 


THE POWER TO 


Lock the doors, roll up the windows and hold onto middle of stampeding Brachiosaurs and Triceratops. 
your seat—Jurassic Park for the PC has arrived. Then strap on your “Night Vision” goggles and 
venture 3D-deep into the maze-filled corridors of the 
Visitor's Center, where you'll come eyeball-to- 
eyeball with both Raptors and Spitters. 


Ocean’s exclusive 3D texture-mapping process 
puts you in intimate contact with more than 
100 tons of REAL dinosaur meat—in two 
nerve-splitting perspectives. And if that’s not enough to make you sweat, 
remember...somewhere out there a 
famished T-Rex awaits—eager to show you 


a rip-roarin’ good time. 


Scope out the island and let razor- 
sharp overhead graphics drop you in the 


<— 


Ocean of America, Inc. 
1855 O’ Toole Ave. Suite D-102 T & © 1992 Universal City Studios, Inc. & Amblin Entertainment 


San Jose. CA 95131 Inc. All rights reserved. Ocean Software Authorized User. 
(408) 954-0201 Ocean is a registered trademark of Ocean Software Limited. 


EVIL SORCERER AWAKENS; 
KING TAKES IT PERSONALLY. 


DON’T EXPECT A STANDARD FAIRY TALE—YOUR KINGDOM 
NEEDS MORE THAN JUST A HERO; IT NEEDS A KING. 


The crown will not rest uneasy on the 
head of Callash, new king of Cran 
Callach. He refuses to wear it until his 
kingdom is safe from the awakening 
threat of Sanwe, an evil sorcerer of great 
power. The crown and robe of the Sov- 
ereign will rest, unworn, at the foot of the 
Royal Bed until the threat to the kingdom 
is ended. 

And it will be no easy feat. Cran 
Callach is a large kingdom, encompass- 
ing many cultures and faiths. Before he’s 
done, Callash will have wandered 
through an eldritch maze into Faerie 
itself; through a harsh desert, surround- 
ed by strangers in a land colored by the 
Arabian Nights; and through the rest of 
his realm, haunted by Welsh myths and 


Keep a close eye on the Dragonsphere. It’s 
your Evil Sorcerer Warning System. 


Dragonsphere 
by MicroProse 


Game Summary 
As the new King Callash, try to 
save your realm from the evil sorcer- 
er Sanwe in a fantasy world. Solve 
puzzles and talk to other people to 
solve more puzzles. 


Overall 


Requirements: 


2 Meg RAM, Hard Disk 

Sound Blaster 

and compatibles 

Keyboard, Mouse 

PC and compatibles 

Designed by: MicroProse 

Distributed by: Spectrum HoloByte 

Retail Price: $69.95 

Hard Drive Space: 
No. of Players: 


Sound Support: 


Controller: 
Available for: 


One player 
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Pigt: caer Ai 


Just because you’re King, don’t expect all 
your subjects to treat you kindly. 


the occasional bit of MicroProse mythos 
as well. He must face the guardian crea- 
tures of Sanwe, as well as the very mun- 
dane threats of the elements anda 
brother who may covet the throne. 

Dragonsphere presents an intricate 
storyline in a simple manner so that 
players can understand it. Surprise and 
plot twists figure heavily into the story- 
line as Callash interacts with dozens of 
characters with odd personality facets 
and motivations. 

In fact, conversations are more than 
just information dumping grounds. The 
plot is actually altered and molded by 
the choice a player makes in conversa- 
tion. Indeed, some puzzles consist 
entirely of dialogue. 

Dragonsphere uses the MADS (Micro- 
Prose Adventure Development System) 
interface to streamline commands with- 
Out eliminating intuition and creativity. 
With MADS, when an object is selected, 
the appropriate actions are made avail- 
able automatically-no more generic use 
commands are necessary. Dragon- 
sphere also contains a user-selectable 
difficulty level and advanced setups. 


RAN 
74 


Interact with dozens of other characters. 
Careful what you say-it changes the game. 


Interface * Playability * Graphics * Sound « Replay Value 


86 91 97 =—86 51 


Dragonsphere breathes new life into 
my nemesis, the graphic adventure.) 
The animations are clean and 
smooth; the art, fresh and beautiful. 
This is not a game that is afraid to 
take risks; although it sounds like 
anothe mkill-the-e vil-Wizard genre 
piece ready to be consigned to the 
fire, it NaS & quiet elegance, an aura 
of fantasy about if that most graphic 
adventures Jost long ago. |’m not as 
sure of the/Gonventions in this world, 
not sure of the consequences of my 
actions; Cran Callach retains the 
capacity to surprise without breaking 
the fragile chain of disbelief. Dragon- 
sphere evoked a sense of what is 
missing in many other adventure 
games: good storytelling. -Kevin 


Interface * Playability * Graphics * Sound * Replay Value 
87 88 S2. 85 52 


Dragonsphere has some unusual 
features for an adventure game, the 


_ most notable of which is a sense of 
_ tension. Adventure games the world 


over have usually said something like 
“Time is.of the essence,” but then 


you Gan complete Ahe game in as 
many moves as you wish. Dragon- 


sphere creates a Sense of urgency 


_ because you truly fee/ handicapped 
by time..| like the-tnterface some- 


what; though | still don’t liké graphical 


-adventure-games—all that hunting 


around the screen with a mouse 
reminds me of a child’s game. The 
graphics are lush, though, and most 
objects on the screen can be looked 
at in detail (very unusual), which 
helps to flesh out the plot. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
81 83 92 86 45 


Dragonsphere is undoubtedly a pret- 
ty piece of software. The imagery is 
lush, as is the storyline, and following 
in the tradition of other MicroProse 
adventure titles of recent note, the 
animation.is beautiful, One thing 
done wery well by the game is the 
creation of a different world with its 
own unique Cultures and traditions. 
The urgency of, thesStory is moved 
along well with the frequent cuts to 
the sphere itself. The fact that dying 
restarts to"your last decision is a very 
nice feature. It would be nice to be 
able to move the character a little bit 
faster than his slow saunter across 
the screen. | also wonder about the 
length of the game with only five or 
so places to visit. -Steve 


OTHER GAMES May TALK. 
THIS ONE HAS A VOICE. 


Star Trek: The Next Generation’ 
PATRICK STEWART 


In 


The Throne of Chaos 


; ( ith Patrick Stewart as the voice of King The Dark Army is on the move, led by the shape- 
Richard, Lands of Lore has a royal advantage over shifting sorceress Scotia—and each time you 


other fantasy meet her she'll be more powerful and terrifying 


games: An than the last. But your powers can grow, too. 


actor of real Experienced-based character development makes 
authority in great warriors of those who take arms (in real-time 


a role of combat) against a sea of indescribable monsters 
authority, at 
the head of a 


huge cast of 


and makes mighty 
wizards of those 
who cast Larger- 


Than-Life spells. 


Explore ancient 


heroes and villains who speak, rant and roar 
their way through the most vocally interac- 


tive role-playing castles, living 


adventure yet forests, hidden lairs, bustling towns, haunted 
devised. (A mam- caverns, through 30 enchanted 

moth 130 MB of levels made vividly real by more 

digitized speech than 20 MB of compressed art 

makes it possible.) and special effects. 


Westwood” For the PC CD-ROM 


DISTRIBUTED 
EXCLUSIVELY BY 
A 


LANDS OF LORE: THE THRONE OF CHAOS is a trademark of Westwood Studios, Inc. ©1994 Westwood Studios, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 


KEYBOARDS FOR THE 


QWERTY CHALLENGED. 


INTERCHANGEABLE COVERS MEAN YOU CAN PLAY GAMES 
WITHOUT HAVING TO REMEMBER BIZARRE KEY SEQUENCES. 


eae hel, :: oe 3 
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The Games Master Keyboard features tactile feel, interchangeable canoe and future 
upgradeability. It comes in a lightweight (1.5 Ibs.) package. 


Keyboard and Terminal Technology 
(KATT) breathes new life into the games 
market with their new Games Master 
Keyboard. All those people who threw 
up their arms in disgust at not being able 
to remember the more complex key- 
strokes in their games will rejoice: the 
Games Master Keyboard incorporates 
interchangeable faceplates that brings 
those commands down to a simple key- 
stroke. 

The idea is simple: by replacing your 


Games Master Keyboard 
by Keyboard and Terminal Tech. 


Hardware Summary 
Replace your frustration of looking 
for the right key in the heat of battle 
with game-specific keyboard covers 
that lock into a tactile feel keyboard 


y 


Overall 
Rating: 
Designed by: KATT 


Distributed by: 
Retail Price: 


$129.95, $19.95 per MATT 
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regular keyboard with a tactile and pro- 
grammable keyboard, you can go from 
QWERTY confusion to X-Wing god in 
about five seconds. Each MATT (face- 
plate) is laminated for durability, and 
items are grouped and color-coded (e.g., 
with the X-Wing MATT, you'll find all of 
your shield commands in one area and 
all your weapons commands in another). 
The MATTs lock in place, yet slide in 
and out easily. Six MATTs come with the 
keyboard; these are QWERTY, Falcon 
3.0, Comanche Maximum Overkill, Aces 
of the Pacific, Flight Simulator 4.0, and 
Strike Commander. Forty-one others 
can be purchased for a nominal fee at 
this time, including X-Wing, Ultrabots, 
Megafortress, Stunt Island, World Cir- 
cuit, Harrier Jump Jet and Spectre. 

The keyboard has a standard five-pin 
jack and needs no battery or software to 
equip it. It weighs only 1.5 lbs, so any- 
one who likes playing games on their 
portable will find it easy to tote. There 
are currently 41 MATTs available, others 
are forthcoming. There is a ROM chip 
compartment on the underside of the 
keyboard for future upgradeability; pre- 
sumably a chip puller tool will be includ- 
ed with a chip upgrade. 


MATT is prohibitively high. 


| do not recommend this product for 


use with anything but games; but for 
games, it’s a godsend for anybody 
who’s ever fumbled a keypunch dur- 
ing an action game. It’s difficult to 


remember what with- 
out a me ‘keyboard- 
inten . With 
these , every- 
thing u'll need 
som odified 


leaves a bit to be desired due to the 
bubbly uncertain feel of the keys. If 
you don’t mind spending the price of 
three or four games to increase your 
enjoyment of one about ten percent, 
the GMK is worth a look. 


-Kevin 


Spelkwate is herel | have « a feallig 
that this product will be the harbinger 
of many other copycat products. 
There are two main problems with 
this keyboard: it’s expensive (both 


a way 
to not have to remember them. The 
keyboard is remarkably easy to use, 
but each time you want to start a new 
game, you have to switch back to the 
QWERTY keyboard, which is kind of 
a drag. -Ted 


Well, they didn’t lie when they said 
you could use this as a QWERTY 
keyboard. You can, although | fail to 
see why anyone would want to. As a. 
keyboard, it really isn’t that useful 


hang of it for X-Wing). After that, you 
may wonder how you got along with-. 
out it. My real problem with the sys- 
tem is that it’s much too expensive. 
The initial cost and the price for each 


-Steve 
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Now moving in a game is as easy as thinking about it. 
Only CyberMan moves in three directions (x, y, and z] 
and three rotations (pitch, yaw, and roll), which cor- 


relate directly to your moves inside a 3-D game; your 
Onna : LOWiTEGH 
intuitive movements translate literally to the screen. : | 


It's also the only controller with tactile feedback that 


Th F 
makes you a physical part of the game. CyberMan is avail- e Senseware Company 


able now at your local dealer, or call 1-8OO-732Q-3OQL. —_* Tiademarks belong to thei registered overs 


AN UNUSUAL JOYSTICK FOR 


THE CONNOISSEUR. 


SUNCOM’S FLIGHTMAX GIVES NEW LIFE TO THE TERM 


“FULLY ROTATIONAL.” 


>> Wide-Base Console 
for Extra Stability 


» Right or teft-Hand 
Throttle Control 


»>=_ On-Board Rudder Control 
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The FlightMax joystick from Suncom is 
not your typical flight control stick. The 
design is only standard in that it has a 
pistol grip, trim controls and two fire but- 
tons. The rest of the design is decidedly 
non-conformist. 

For one thing, the FlightMax is built to 
be used by both right-handed and left- 
handed players equally: you will find two 
thrust controls (one along each side), 
and the trim controls are situated in front 
of the grip. Further proof that the design 


FlightMax 


by Suncom 


Hardware Summary 
A standard two button joystick with 
decidedly unique properties. The 
most unusual feature is its 360° ten- 
sioning system; it can be configured 


for both right- and left-handedness. 


Overall 
Rating: 


Available for: 
Designed by: 


89% 


PC and compatibles 
Suncom Technologies 
Suncom Technologies 
Retail Price: 
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EXCLUSIVE... “SATURN-RING™™ 
Direct Drive Technology* 


* Patent Pending 


¥ a 
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is friendlier than an Air Force control 
stick: there is a switch built into a cov- 
ered housing with which to configure the 
stick for either hand. 

Another unique feature is the signal 
selector. Ever grow tired of having a 
weapon forever tied to the trigger but- 
ton? The signal selector will allow you to 
switch the buttons’ capabilities. For 
games in which pressing the trigger too 
rapidly can result in silicon death, this 
feature is immediately useful. 

However, by far the most unusual 
design feature is the FlightMax’s trade- 
marked tensioning system. This allows 
for incredibly smooth movement in all 
directions, enabling you to target your 
enemies much more easily than with a 
conventional joystick. If you’ve ever 
toyed around with a Rubik’s Cube, imag- 
ine that universal joint applied to a joy- 
stick. 

Instead of using suction cups to hold 
the FlightMax down, the designers have 
incorporated a wide base. This base is 
heavily weighted, and the rubber soles 
keep the stick steady. 

The FlightMax is configurable using 
most joystick calibration software; it has 
a Standard 15-pin jack and six feet of 
cabling. 


I'm a fan of large joysticks. | like a 
joystick with a large base and solid 
weight. FlightMax is such a joystick, 
further complementing the industrial 
design with a smooth ergonomic feel. 
The second button_(on the top) is 
broad and indented for either a left or 
right hand. There's a protected slide 
that determines which .top-mounted 
slide Goes what, eliminating the lost 
uncertainty of Moving 4 Slide and try- 
ing to‘$@6 a difference. The control is 
good, with’none of thecorner tension 
associated with springed joysticks 
without losing precise control. The 
base has no suction cups, only non- 
slide feet, which is sort of a blessing. 
The FlightMax is a joystick for the 
rest of us. -Kevin 


_ The FlightMax stick appears to be a 
_ well-thought-out design: it’s useful, 

— durable, and comfortable. The ten-. 
_ sioning arrangement is first-class: | 
tested this out with a variety of 

- games (Aces.over Europe, X-Wing, 
_ etc.) and found my response time 
increased, 't took Only a few 
- moments to,get used To the tension- 
ing, but ‘By then | waS hooked. The 


only thing | think the designers over- 
looked is thé awkward positioning of 
the trim controls; they’-could have 
been more usefully positioned along 
the sides (using protected pots 
instead of sliders). However, that’s 
the only flaw | found. What’s more, 
it’s left-handed features are unique 
(or nearly so) for a joystick. -Ted 


While | find it difficult to get used to 


joysticks that have a large handle 
since | was weaned on smaller ones 
(| still use the CH Products Mach 1 
more than any other stick), the Flight 
Max will go.a long way,toward chang- 
ing my mind.Suncom has Once again 
done a nice job of keeping lefties in 
the game by making thé various con- 
trols reversible. The stick feels good 
in on€’s hand and extended play is 
not uncomfortable nor does one’s 
hand hurt-afterwards~ Apparently, 
ergonomics does mean something. | 
tried it out with several different 
games and had nothing but excellent 
control. Kudos to Suncom for once 
again creating a joystick that’s worth 
the sticker price. -Steve 
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Why settle for a mere 
256 colors, offered by current PC games, when 
ReelMagic gives you theater-quality graphics 
with over 32,000? 


There's more to games than a mouth that sort 
of moves or tinny sound. Now theres a new way to 
play PC games that’s just like sitting in a theater 
controlling the action with your joystick. 

It's ReelMagic, the new MPEG playback adapter. 
Available only from Sigma Designs. This incredible 
add-in board brings the next generation of CD-ROM 
games to your PC 
bigger than life. 

Say adios to wimpy 
graphics. Herky-jerky 
movement. Bogus sound. 
And phony scenarios. ReelMagic | pumps up » the reality meter So you 

_ can crank up the fantasy. 
We've also included Activision's Return to Zork so you can 
. experience the excitement of full motion video now. 
” oe It's not real unless It’s ReelMagic. Call 1-800-845-8086 ext. 323 for a 
| dealer demo near you. Or you can stick with real ordinary. Oh joy! 


pos Get 16-bit 
CD-quality sound that plays Sound Blaster” 

and Windows™ compatible software. The 8-bit 

audio you're used to just doesn't compare. 


ReellVlagic-compatible 
games run at 30 frames-per-second, 
TRUE full-motion, so you avoid Jerky, 
blocky images. 


TUT 
Unee . 
meraeetente 


Now you 
can get theater-quality video in a 
| full-screen image for a realistic, 
Fee movie-like experience. 


Discover the new veneration of ReelMagic games from these manufacturers, and look for more exciting titles coming soon. ReelMaaic Adapter 
5 =i g g ‘ = > fo) fo) an UL 


ACTIVision © SIERRA 


B trilobyte 


entertainment 


Only ReelMagic Makes It Real. 


© 1993 Sigma Designs, Inc. The Sigma Designs logo is a registered trademark and ReelMagic is a trademark of Sigma Designs, Inc. All other b marks 


SIGMA 
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registered trademarks of their respective holders. 
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HUMAN, | GRANT YOU THE 


BOON OF IMMORTALITY! 


DATEL’S NEW ACTION REPLAY CARD FOR THE PC Is A 
GODSEND FOR CONQUERING TOUGH GAME SCENARIOS. 
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Need a little help? The Pro Action Replay gives you the chance to be the ultimate gaming deity with the 
press of a button. Lock-and-load installation and multiple features are included. 


Action Replay is billed by Datel as “the 
Ultimate Game Buster,” and it may live 
up to that billing. It is a standard 8-bit 
card with 1MB of RAM on-board. The 
card has multiple functions, and is 
almost plug-n-play (a brief and simple 
software installation is required). 

The infinite cheat generator will proba- 
bly see the most use. With it, you can 
make any countable reference regener- 
ate automatically (ever wanted infinite 
proton torpedoes in X-Wing?). You can 


Action Replay 
by Datel 


Hardware Summary 
Action Replay is an 8-bit card that 
contains an infinite cheat generator, 
VGA screen grabber, slow motion 
switch, virus checker, and game 
saver with memory dump. 


Overall 89% 


Available for: PC and compatibles 
Designed by: . Datel Electronics, Ltd. 


._ Datel Electronics, Ltd. 


Retail Price: 
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also save a game from any point, then 
simply reload it when you want. This is 
particularly useful in programs that don’t 
allow you to save at different points; it 
also will enable you to sidestep the usu- 
ally tedious process of copy protection 
schemes. A built-in slow motion switch 
will work on most games. 

For those of you who want some tasty 
game shots for use as a desktop, the 
Action Replay card is also a screen 
grabber (works with almost any VGA 
screen). And if you happen to be a super 
technogeek, you can take a snapshot of 
the entire contents of memory and view 
it as hex or disassembly (and output it to 
paper if need be). The security-con- 
scious will enjoy its generic virus spotter. 

The card is extremely system friendly: 
since the card comes with on-board 
RAM, loading it only requires about two 
K of low memory; it can’t be loaded high. 
The IRQ is factory preset to 2; | can’t 
think of any other piece of hardware that 
will even use IRQ2. If you happen to 
have something that is already using it, 
though, a simple jumper allows you to 
configure it for IRQs 2-7. A single button 
controller with a six foot cable is includ- 
ed with the package. 


Ease of Use + Installation * Usefulness + Durability 
688 co 87 90 
This is a sweet piece of hardware. It 
combines a no-worries installation 
with very system-friendly require- 
ments. Ten minutes is all it takes to 
adventure into the mottled and sticky 
world of.your computer’s memory. 
We /ove the Screen Captuke ability, 
but you're probably not running a 
gaming magazine onthe side and 
won’t¢nave aS much Of a Use for it. 
The flash, freeze ability, though terri- 
bly hungry for disk Space, is a nice 
way to sidestep non-Saving zones in 
some games. The hack creator, 
much to my chagrin, is not as perfect 
as | had hoped; still, with a bit of work 
you can do some nifty tricks. If you’re 
not shy about fiddling with memory 
registers, this is a must-see. -Kevin 


Ease of Use * Installation * Usefulness * Durability 
5S 3 95 88 
| like this card a lot! However, | prob- 
ably like it for different reasons than 
most gamers: the screen grabber. 
Since we have to get pictures of all 
the games we review, this little item 
came in very.handy. (the only game 
we couldnt get it to work on was Isle 
of the Dead)” As far as the cheat 
generator goes, its okay; | was a lit- 
tle displeased to find that you could 
not changesitems whose value lay 
above 99/As for thé Slow motion 
switch, it‘Ss@@med to work fine for 
every game | tested it with, but there 
may be exceptions. The real beauty 
of this product to me, however, lay in 
its ease of installation. | had the 
entire thing done, software and all, in 
about ten minutes. -Ted 


Ease of Use * Installation * Usefulness * Durability 
89 90 85 87 


Ultimate game buster? Perhaps not 
since you can only search for numeri- 
cal strings of one or two digits, but it 
is a pretty handy toy. Unlimited pro- 
ton torpedoes, endless lives and 
more are.all. there forthe taking, and 
despite my personal bias against 
cheating, it is fun (though not nearly 
as rewarding) to have ia little help in 
somerof the games. The really handy 
feature Of, this product,is that you are 
able to Save a game anywhere, even 
in the middte of a flight’Simulator mis- 
sion. For this reason as well as for 
the very handy *.pcx capturing proce- 
dure and the slowdown mode, this is 
worth the money. Easy installation 
helps, too. | won’t use it as a cheater, 
but I’ll use it. -Steve 
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A CD-ROM game with some serious __ roadside attractions, answer bizarre 


highs and lows. questions and chat with the locals. 
Your challenge—drive like mad to But don’t dilly-dally, 

reach the highest point in each of the get into high gear 

continental 48 United States! Whip out and hitch a ride 

the map, plan your strategy and try to to your local 


beat the world record! Blow past campy __ software dealer. 
4°, Me 


pe DN TANIA » ES. - nS . ae 
Media Vision, Inc., 47300 Bayside Parkway, Fremont, CA 94538 (510) 770-8600 Fax: (510) 770-9592. Media Vision and the Media Vision logo are trademarks of Media Vision, Inc. Peak 
Performance is a trademark of Ken Bell Productions. © 1993 Ken Bell Productions. All other trademarks and registered trademarks are those of their respective owners. All rights reserved. 
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START SPREADIN’ THE NEWS, 
I’M LEAVIN’ TODAY... 


Microsort’s New York SCENERY DISK FOR 
FLIGHT SIMULATOR 5 BRINGS THE Bic APPLE TO YOU. 


You're flying in low, about to buzz the 
Empire State Building, when you begin 
to think, “Hey! Maybe I'll fly under the 
East River bridges and then slice the 
World Trade Center in two!” While the 
FAA would have your head on a plate 
for doing these things, FS5’s New York 
scenery disk means you can break all 
the rules. Now you can catch all the 


FS5: New York Scenery 
by Microsoft 


MS FS5, DOS 3.2, 386, 
2MB RAM, VGA 

PC and compatibles 

Bruce Artwick Organization 
Microsoft 


Requirements: 


Available for: 
Designed by: 


Retail Price: : 
Hard Drive Space: N/A 


No. of Players: One player 


flags in front of the UN Building on your 
propeller and not worry about having to 
pay even the smallest fine. How about 
landing and taking off from Central 
Park? Possible, even probable. All the 
beautiful graphics that people have 


The World Trade Center-to-Brooklyn Bridge 
run is fraught with peril for pedestrians. 


PARIS IN THE SPRING, 
SUMMER, FALL AND WINTER. 


WitH FS5’s Paris SCENERY DISK, YOU CAN BE RUDE 
RIGHT BACK TO THE INSUFFERABLE FRENCH. 


Dennis Miller recently said that “the 
French see us as one big collective 
Jethro bearing down on them, rope belt 
and all.” Now you can have your own 
private revenge as you aeronautically 
terrorize the hapless French city of 
Paris. Make them turn their heads in dis- 
gust as you, in the role of anybody not 
French, fly though the Arc de Triomphe. 


FS5: Paris Scenery 
by Microsoft 


MS FS5, DOS 3.2, 386, 
2MB RAM, VGA 

PC and compatibles 

Bruce Artwick Organization 
Microsoft 


Requirements: 


Available for: 
Designed by: 


Retail Price: 


Hard Drive Space: N/A 
No. of Players: One player 
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Keep them retching as you wave your 
private parts at the Louvre, then blow 
your nose at Notre Dame cathedral. Use 
your aircraft’s wake to suck the buggers 
off the Eiffel Tower (Official Motto: 
France’s National Manliness ihickacoe 


Feel free keep the natives guessing as 
you buzz the Eiffel tower. 


Only the pros can tell if this is LaGuardia or 
the fiendish JFK. 


come to expect from FS5, combined 
with the gritty, grimy texture of New York 
can be had here. 

As a comedian once noted, New York 
is the only city in the world that, when it 
rains, makes its own gravy. See all that 
gravy for yourself as you fly into 
LaGuardia, or, for the truly masochistic, 
JFK. If you’re tired of flying, slam your 
plane into the Statue of liberty or Ellis 
Island. Try to spot Lee lacocca through 
the windows of the Chrysler building. 
Pretend you’re gunning down the per- 
verts in Times Square. Moon the pic- 
nickers lolly=gagging in Battery Park. 
The fun factor is inherent in FS5; this 
scenery disk is packed with the stuff. 


Yes, you can fit your plane inside the Arc de 
Triomphe. Try it and see! 


Complex). If you want to get your 
money’s worth at a French restaurant, 
feel free to use the convenient “fly 
through” window; that 30 bucks you pay 
for two bites of food will go a long way 
toward repairing the damage. For 
evening entertainment, why not catch a 
show at the Opera from, say, 30 feet? 
And as long as you’re in town, feel free 
to drop in on the Ecole Militaire to puzzle 
over why the French have such silly- 
looking uniforms, or go hunt down the 
Victor Hugo monument and make it into 
hash. Yes, Paris is a wonderful town, 
particularly if you happen to be going 
there on a pleasure trip. Just try not to 
breathe too deeply. 


FE ALI 
uo STRATEGIC CONQUEST, 


inaseal-tine Baas i | 
wniverse,everymove, 
Could be your last. ay 


A World-Class Challenge From A rift in the fabric of time and ~The Ultimate Game of Strategic 


Russia. Realistic sound effects, space, a deadly foe from the Conquest. In this real-time uni- 
authentic Russian music and as past and the judgment of all _ verse you'll be forced to over- 
many as nine skill levels give humanity await the crew of the come hostile climate conditions 
these six marvelously mind- —- Starship Enterprise™. . . the five and cunning enemies, while 
and mettle-bending new year mission continues. evaluating critical information, 


games the superpower status 


| calculating ship manuevers, 
you won’t want to ignore. 


-and making tactical decisions— 
all at the speed of light. 


™ 


Fe | 


Interplay Productions, Inc. 
Be ; : 17922 Fitch Avenue 
© 1993 Interplay Productions, Inc. All rights reserved. Star Reach and Russian 6 Pak are trademarks of Interplay Productions, Inc. 


Irvine, CA 92714 
Star Trek ® and © 1993 Paramount Pictures. All rights reserved. Star Trek is a Registéred Trademark of Paramount Pictures. (714) 553-6678 


Don’t forget about the fun. 


MYSTERIOUS HAPPENINGS IN 
THE SOTH STATE. 


SANCTUARY WOODS INVITES YOU TO SOLVE THE ELUSIVE 


MYSTERY OF THE TIKI. 


Lots of kids like to play games on the 
computer, but it often seems like the 
programs are designed only with boys in 
mind. Now, thanks to Sanctuary Woods, 
that’s no longer the case! This CD-ROM 
adventure has been designed specifical- 
ly for younger girls. 

Hawaii High: The Mystery of the Tiki 
invites the player to join Jennifer and 


The Mystery of the Tiki 
by Sanctuary Woods 


Requirements: 4MB RAM, Windows (PC) 


4MB, 13” monitor (Mac) 
Designed by: Sanctuary Woods 
Distributed by: Electronic Arts 
Retail Price: $49.95 


Hard Drive Space: 4 Meg 
Age: 8 and up 


Maleah on an exciting adventure in 
Hawaii. Jennifer has just moved to the 
island from New York City and won- 
dered how she would fit in until she met 
Maleah at school. Now they’ve stumbled 
on to an ancient and valuable tiki that 


This reese trove is just one of the many 
places you can explore. 


TAKE A MUSICAL TRIP TO 


THE COUNTRY. 


SANCTUARY WOODS SHOWS KIDS WHY IT CAN BE A LOT 
OF FUN JUST SITTING ON THE FARM. 


The first release of Sanctuary Woods’ 
new I-Learn series is Sitting on the 
Farm. Based on a popular children’s 
song, this game helps make learning 
fun by offering more than just flipping to 
the next page. 

To start, kids can turn pictures into 
animations, words into songs and ques- 
tions into answers as the story of a sim- 


Sitting on the Farm 
by Sanctuary Woods 


4 MB RAM, CD-ROM 

12” or larger color monitor 
Macintosh 

Sanctuary Woods 
Electronic Arts 


Requirements: 


Available for: 
Designed by: 


Retail Price: 


Hard Drive Space: 4 Meg 


Age: 7-10 
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ple picnic turned into a fiasco thanks to a 
parade of animals. As the story pro- 
gresses, the player can point-and-click 
on words in the story, then listen as they 
are repeated. Clicking on the graphics 
brings the story to life. 


—- Se a TEN ae 


es on oe. 


Sing alone with the song and hear it played 
with a number of different instruments. 


Jennifer and Maleah take the sacred tiki to 
the Kahuna’s cave. 


was recently stolen by a pair of bumbling 
thieves. It’s the player’s task to help 
them outwit the criminals and return the 
tiki to its rightful owners. To do so, they'll 
need to travel all around Hawaii. Along 
the way, they (and the player) must 
research exotic legends for clues, solve 
puzzles and successfully navigate a 
menacing maze. 

The Mystery of the Tiki features a sim- 
ple-to-use interface that even novice 
game players can quickly learn. Players 
point-and-click on various objects on the 
screen to interact with them and deter- 
mine their next move. 

Solve this interesting mystery and help 
Jennifer and Maleah return the tiki to 
safety. 


= Sitting on the farm, hoppy o6 can be, 


> Now | had a On My Krew 


— words can be clicked on to help 
improve vocabulary skills. 


Kids can also improve their writing, 
spelling and keyboard skills by writing 
short stories using the program’s illustra- 
tions. These pictures can then be printed 
out and colored in for additional fun. 

Finally, Sitting on the Farm includes 
the song the story is based on. It can be 
played using a variety of instruments, 
and with a microphone, the player can 
record his or her own voice singing 
along. 

Sitting on the Farm contains both an 
English and a French version, allowing 
players to learn words in both lan- 
guages. Now, you and your child can 
find out how much fun you can have and 
how much you'll learn just sitting on the 
farm! 


Beaten all the boxed 
games? Done the arcades to 
death? Try CyberStrike, the 
wild new multi-player game 
on GEnie where you hop into 
a two-legged CyberPod and 
battle it out against other 
real live humans for control 
of a virtual reality city. The 
action’s fast and furious. But 
even if you're new in town, 
you won't get blown to 
Kingdom Come. Well, not 
right away at least. In fact, 
CyberStrike is so easy to 
learn, you might actually 
live long enough to waste 
someone else first. And best 
of all, it only costs three 
bucks an hour. So strap 
yourself inside a Pod and 
come out shooting. You've 
got nothing to lose. Except 
your life. 


(GEnie 


multi-player games 


SIGN UP NOW: 1. Set your modem 
for half duplex (local echo) at 300, 
1200 or 2400 baud. 2. Dial toll free 
1-800-638-8369. Upon connection, 
enter HHH 3. At the U # = prompt, 
enter JOINGENIE then press RETURN 
4. At the key code prompt enter 
AKC423 5. Have a major credit 
card or your checking account 
number ready. For more informa-— 


tion in the U.S. or Canada, call 
1-800-638-9636. 


4 
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*Here’s the fine print. GEnie multi-player games and support services are $3.00 an hour in non-prime time: 6 p.m. to 8 a.m. local time Mon.-Fri., all 
day Sat. and Sun. and selected holidays. There’s also an $8.95 monthly subscription fee. Each month, you'll get credit for up to four hours of non- 
prime tirne usage. Any surcharges incurred apply to all hourly usage, including your first four hours. 
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WATER YOUR COMPUTER 


EVERY DAY! 


MebIA VISION TURNS AN ORDINARY PC INTO A 
BOTANISTS PARADISE WITH FOREVER GROWING GARDEN. 


A garden takes real care to be suc- 
cessful. While the uninitiated might think 
that it takes nothing more than throwing 
down some seeds and waiting for them 
to spring up, the truth of the matter is a 
good garden requires almost daily atten- 
tion. From watering to pruning to weed- 
ing, plants you grow require attention 
and a lot of work. 


Forever Growing Garden 
by Media Vision 
CD-ROM, Windows, 
SVGA, 4 MB RAM 
PC and compatibles 


Media Vision 
Media Vision 


Requirements: 


Available for: 
Designed by: 
Distributed by: 
Retail Price: $49.95 
Hard Drive Space: up to 13 Meg 
Age: 4-8 


With Forever Growing Garden, your 
kids can plant their own fantasy garden 
in the suburbs, on the farm or in front of 
a medieval castle. In each, real and fan- 
tasy flowers and vegetables can be 
grown. Just like in real life, the garden 


A visit to the hardware store will help you 
decide what to plant and how to do it. 


RELIVE THE STORIES OF 


L. FRANK BAUM. 


MULTICOM’S THE LEGENDS OF Oz CREATES A WORLD OF 
FANTASY AND WONDER FOR YOUNG GAMERS. 


Working with Roger Baum, the great- 
grandson of Oz creator L. Frank Baum, 
Multicom has brought the stories of Oz 
to a new generation for both the PC 
and the Macintosh CD-ROM. This pro- 
gram contains several different options 
for the Oz afficionado or the newcomer. 

The entire text of The Wonderful Wiz- 
ard of Oz, the first Oz book, is included 


The Legends of Oz 


by Multicom 


Requirements: MPC compliant system 


on the disk. As the reader progresses 
through the story, original color illustra- 
tions and excerpts of the MGM movie 
accompany the story. 

All of the major events of the story are 
told from a first-person narrative style. 


Here’s the start of a blooming garden! Keep 
trimming the bushes to change their shape. 


needs attention and care to be a good 
one. Plant and tend according to the 
instructions of each plant type. 

Buy seeds and get advice from the 
hardware store before planting. If the 
player decides to grow veggies, the food 
can be taken to market. Just make sure 
they are priced fairly, or they won’t sell. 
Flowers can be cut and arranged ina 
vase borrowed from the florist. For more 
fun, plant topiary garden seeds and trim 
the hedges and bushes into a variety of 
shapes. 

Forever Growing Garden is available 
for the PC on CD-ROM. The game 
requires Windows, Super VGA and a 
minimum of 4MB of RAM to run. 


View the story from your favorite charac- 
ter’s point of view or switch around. 

The player can click on each of the 
major characters to hear his or her story. 

Three new stories are also featured. 
These animated stories feature hidden 
hot spots on the screen which the player 
can search for. 

Also featured are memory games that 
include characters from both the old and 
new Oz stories. Test your memory in a 
matching game with the SillyOZbul to 
reveal pictures of major characters from 
the tales. 

For any parent who wants to show 


13” color screen (Mac 


Age: Any 


their children the magic of the Wizard of 
Oz and the other Oz tales or for anyone 
who truly loves the classic stories from 
Frank Baum, The Legends of Oz is a 
must-see! 


Each of the characters from the classic 
tales has his or her own story to relate. 
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HAS DENNIS MILLER 
SOLD. OUT ? 


maycruant HHtR 


igs 


It you cant find the Dennis Miller, That's News to Me’ or Dennis Miller, That's Geek to Me’ interactive CD-ROMs at 


your nearest software store. there's your answer. (If you can't find your nearest software store. call 1-800-94DENNIS.) 


< Hey. you cant live off Saturday Night Live re-runs forever. >» 


Dennis Miller, That s News to Me and Dennis Miller, That ‘s Geek to Me are a joint effort between Miller-Pickering Syndications and Sanctuary Woods Multimedia, Inc. © 1994 Sanctuary Woods Multimedia Corporation. Sanctuary Woods is a registered 
trademark, -/augh, the Haugh logo, Dennis Miller, That ‘s News to Me and Dennis Miller. That's Geek to Me are trademarks of Sanctuary Woods Multimedia Corporation. 


READ AND PLAY IN A 
CLASSIC FAIRY TALE. 


MorGAN INTERACTIVE INVITES YOU TO WATCH THE 
STORY OF THE UGLY DUCKLING. 


The stories of Hans Christian Ander- 
son have been loved by many a genera- 
tion of kids. Now you can bring the 
magic of one of Anderson’s most 
famous tales home to your PC with The 
Ugly Duckling from Morgan Interactive. 

The Ugly Duckling makes the tale 
come to life with hundreds of animated 
sequences and dozens of sound effects. 


The Ugly Duckling 


by Morgan Interactive 


Windows, 4MB RAM, 
VGA, Mouse 


Requirements: 


Available for: PC and compatibles 


Designed by: 
Distributed by: 


Morgan Interactive 
Electronic Arts 


Hard Drive Space: 
Age: 


Kids can follow along with the story of a 
duckling who doesn’t fit in with his peers 
because he doesn’t look the same. On 
his journey, he learns to look beyond the 
limitations of his appearance and see s 
the value of his heart. 


4, , 
Ba. was the best part of summer. Down near the marsh 
next to the farm house, a duck was sitting on a very 

important project. 


Pa 


The title character’s story starts no differ- 
ent from millions of other ducks’. 


SHEHEREZADE SPINS A TALE 
OF FANTASY AND MAGIC... . 


EBOOK TELLS THE STORY OF ALADDIN AND HIS 
WONDERFUL LAMP ON CD-ROM. 


In A Thousand and One Arabian 
Nights, Sheherezade tells many stories 
to her husband, but none are more 
famous than that of the poor tailors son 
Aladdin and his discovery of a magical 
lamp. Contained within the lamp is a 
powerful genie able to grant wishes to 
the lamps owner, a power that Aladdin 
uses to his advantage. He will 


Aladdin and the Lamp 
by Ebook 


| Requirements: Windows, CD-ROM, 


SVGA, 2MB RAM 
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encounter a wicked sorcerer and a 
beautiful princess as we unwittingly 
becomes a hero to the people of his 
land. 

Ebook’s retelling of this classic myth 
now allows the player to make some of 


| aie Wander ine ly 


Aladdin’s 
Adventure 


Princess 


Sasheer’s 


Included on the CD are several songs from 
the story. 


._ of the way. Using all his courage and strength, the Ugly 
Duckling flew out of the barnyard for good. 


i} 4 


Join the duckling as he learns the value of 
inner and not outer beauty. 


Wadine day the kitchen girl kicked the Ugly Duckling A : \ 


In addition to providing the entirety of 
the story, The Ugly Duckling also 
includes hot spots on the screen that 
can be clicked on to see different anima- 
tion sequences. These animations 
change, so clicking on the same spot 
more than once will not always elicit the 
same response. 

The Ugly Duckling features a simple 
interface that anyone can learn in a mat- 
ter of moments. While each screen is 
filled with hot spots, controlling the flow 
of the story is as simple as selecting one 
of three icons on the bottom of each 
page. Teach your kids the joys of read- 
ing with the tales of Hans Christian 
Anderson and The Ugly Duckling. 


Aladdin and the Wrendertul Lamp ck 


: Once long ago, in the great 
| city of Samarkand, there 

® lived a tailor and his wife. 
w@ The tailor worked long 

| hours, but times were hard, 
/) and few patrons came to 

| his tiny shop. The small 
sums he earned were 
barely enough to support 
his wife and their adopted 
son, Aladdin. 


—_ 


Follow ane with the nee and marvel at 
the gorgeous accompanying illustrations. 


the choices for Aladdin as he wanders 
through this magical world of Arabia. 
The story is beautifully illustrated 
throughout, and players can follow along 
with the text as it is read by She- 
herezade herself. Additionally, the audio 
portions of the CD-ROM can be listened 
to with a standard CD-ROM player, 
allowing the user to enjoy the tale even if 
he or she is nowhere near a computer. 

In addition to containing the complete 
text of the story, users can also access 
an on-line dictionary, making Aladdin 
and the Wonderful Lamp a useful tool for 
reading and vocabulary skills as well as 
an entertaining story. Get lost in the 
magical world of Aladdin with the help of 
Ebook and your CD-ROM drive. 


Whether youre facing a horrible 
fire-breathing dragon, a heavily armed MiG29, 
or that really nasty dogleg on the 18"hole, 
there is one place you can turn to for help. 


CompuServe. The very best place to go for any kind of 
computer and video-gaming support. 

Because on CompuServe you can get advice, 
and opinions, and more than a few special secrets by 
talking to the members in our Gaming Forum, people 
who share your passions for everything from whacking 
enemy fighters to getting an eagle on the 18th. And 
some of the biggest game publishers and distributors 
are here for you to talk to, as well. 

As a CompuServe member, you can download 


demo versions of the best new games, too, and take 


them for test drives. Before you spend your hard- 
earned money. 

So whether it’s beasts, bogeys, or birdies 
youre tangling with, don’t go out there alone. Get 
CompuServe on your side. 

Sign up now and receive a free introductory 
CompuServe membership with a $15 usage credit and 
a free month of basic services. Call 1 800 524-3388 
and ask for Representative 534 for more information. 

“> 

“| CompuServe: 

| CompuS : 

: : = 


The information service you won’t outgrow.” 


COMPUTER GAMING FOR 
1994: THe Bic Picture. 


THE FUTURE OF PC GAMES FOR THE FORTHCOMING YEAR 
AND BEYOND LOOKS PRETTY BRIGHT! 


(When company presidents need anal- 
ysis of hot trends and future possibilities, 
one of the names on speed dial is “Arnie 
Katz.” Writer, lecturer, designer, consul- 
tant and, now, editor of Electronic 
Games, Arnie gives readers of Comput- 
er Game Review and CD-ROM Enter- 
tainment an insider’s look at the world 
of electronic gaming. This month, Mr. 
Interactive Entertainment shares some 
of his experiences at the recent Con- 
sumer Electronics Show. 


Is this the End of an Era? 

That’s the question | pondered Mon- 
day night, at the end of the Winter Con- 
sumer Electronics Show. | hadn’t had 
much chance to think about anything 
except survival until then. This was my 
25th CES, and after running around Las 
Vegas for seven days, | felt like I’d just 
relived every one of them. For awhile 
there, the only thing that kept me going 
was seeing the pain and suffering on the 
faces of the young sprigs who write the 
rest of CGR. If the pace was wearing 
them down, too, | reasoned, maybe | 
didn’t have to start pricing walkers and 
canes just yet. 

“He exaggerates,’ say a Knowing 
Few. “the Consumer Electronics Show is 
only four days.” 

Right... and wrong. The official event 
is four days, but Press Day, Wednesday, 
adds a fifth. My meetings began Monday 
afternoon and didn’t end until | paid our 
agent’s lunch check on the following 
Monday. 

During that week of living electronic 
gaming around the clock, | talked to the 
cream of the industry’s executives and 
saw the games in development for 1994 
release. Now that I’ve had some time to 
study this mosaic of information, I'd like 
to tell you the picture | see for gaming in 
the near-term future. I'll cover the hard- 
ware and software trends this month, 
and next time pick next spring and sum- 
mers big hits. 

Despite the availability of the 586 chip, 
the 486 still rules PC gaming. This won’t 
change this year, but watch for important 
announcements concerning 586 enter- 
tainment software in significant quantity 
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by the 1995 WCES. 

Slower 386 (under 33 mHz.) machines 
are already showing their age, and 
there’ll be a lot of programs that won't 
run properly on any 386 by the end of 
this year. SVGA and 16-bit sound card 
support are now standard for top-of-the- 
line software. 

Hard drive space caused problems 
with games like Wing Commander with 
speech pack as recently as two years 
ago. There are still quite a few 20-MB 
drives, but new machines are more likely 
to have 250-MB ones. 

Now internal memory has increased 
the same way. A lot of games-in- 
progress will require 5-6 MB of internal 
RAM. If you’re buying a new machine, 
I'd advise 8 MB. 

Other computers? The Amiga contin- 
ues to star in the most drawn-out death 
scene in the annals of US home comput- 
ing. Commodore is still introducing more 
powerful and faster models, but software 
publishers simply don’t support the 
machine. When an Amiga game is on 
the schedule, it’s a safe bet that it was 
developed in Europe, where the Amiga 
is still somewhat viable. Companies 
sometimes bring such a product over 
here, because of the small expense and 
light risk. 

The Macintosh remains a special mar- 
ket, just slightly aloof from the PC main- 
stream. Games have become more 
plentiful in the last year, though some of 
the larger publishers haven't done as 
well as they expected. It seems the 
smaller, Mac-centered houses are still 
the most adept at satisfying this audi- 
ence’s expectations. 

The Power PC has aroused some 
interest in the gaming community, but lit- 
tle detectable activity. The platform’s 
capabilities are impressive, but the price 
is still too high to interest most computer 
gamers at this point. However, because 
of the multiple computing platforms that 
this computer is said to offer (Macintosh 
and PC being the most obvious), the 
eventual release of the machine will 
probably affect gaming in late 1994. Can 
you imagine having the best Mac games 
along with some of the greatest titles 


already available for the PC? Talk about 
a gaming paradise! 

Those with long memories may be 
wondering just what era might be end- 
ing. It's nothing less than the Floppy 
Disk Age. You'll read that prediction 
often in 1994, but it looks a bit prema- 
ture to me. 

My judgment, at this point, is that con- 
ventional computer games will continue 
to be marketed and purchased for years 
to come. So don’t throw away that 3.5- 
in. drive, but you might want to consider 
buying a CD-ROM drive if you don’t yet 
own one. Based on products I’ve seen, a 
double or even triple-speed unit makes 
the most sense. 

PC multimedia has definitely arrived in 
a big way. Every important publisher is 
committed to multimedia product devel- 
opment. New alliances, like Viacom and 
lcom or Sony and Psygnosis, are falling 
into place because of the need to con- 
centrate resources for the assault on the 
blossoming mass market. 

A year ago, most CD titles were either 
Straight shovelware or slightly enhanced 
versions of already published floppy 
games. The usual procedure was to cre- 
ate a game for conventional computers 
and then add speech, some music, and 
a few non-interactive sequences to 
super-charge the graphics. 

This was a necessary stage in the 
development of multimedia, but it didn’t 
promote cutting-edge game design. 
Once a game’s basic form and content 
are set for a floppy edition, it’s impossi- 
ble to expand this basic structure for the 
CD version. You can graft trimming onto 
the game, but changing a game's core is 
tantamount to starting development from 
scratch. 

Many newer projects have reversed 
this development system. The game tar- 
gets CD multimedia, and then it’s judi- 
ciously pruned to fit on as few conven- 
tional disks as possible to hold down the 
cost. That means that CD titles are now 
free to go where no floppy has gone 
before, enlarging the game universe in 
the process. As a matter of fact, some 
titles are already slated for release on 
CD only, thus driving home the point that 
multimedia gaming will most likely con- 
tinue to grow in large jumps throughout 
the coming year. As the technology 
increases and the prices of quality PCs 
continues to drop (or at least hold steady 
at an affordable rate for most), we can 
expect greater things in the future. 

What kind of games will this new free- 
dom inspire? I'll have some observations 
on forthcoming hits in my next column. 

- Arnie Katz 


= | with ASRAAMs, Mavericks, M61s, laser-guided 


y \ | | Te fully loaded to tackle more than 200 “real- 
>< a w __ world” campaign ed on today’s geopolitical realities. 


to keep you sweating bullets, from Somalia to Sarajevo, 
| skies are swarming with Al-programmed bogeys that'll 


| \F-spec flight models 
and spread democracy c million square miles of 
topographically accurate landscape. — 


Ocean of America 

1855 O'Toole Avenue, Suite D-102 
San Jose, CA 95131 

(408) 954-0201 


TFX © 1993 Ocean of America. All rights reserved. 
Ocean is a registered trademark of Ocean Software Limited. 


RIGHTS OF THE FAN. 


LeT THE FANS RULE THEIR DOMAIN, AND KEEP THE 
PROFESSIONALS OUT OF IT! 


by Arnie Katz 

| write by day and fan by night. In this 
column (and “Fandom Central’ in EG), | 
view electronic gaming fandom as a 
journalist. In my spare time, | publish 
zines for science fiction fandom. It is 
impossible for me to think about elec- 
tronic gaming fans without imagining 
myself in their place. 

That’s why | don’t get active in elec- 
tronic gaming fandom itself. All my fan- 
ning instincts cry out to plunge in, but | 
resist. It’s respect for electronic gaming 
fans. Fandom belongs to the fans, and 
pros should respect their independence. 
It’s deplorable that a few journalists have 
cynically manipulated fandom in quarrels 
with other pros. | wouldn’t want to add to 
that. Maybe some day, pros can take 
part in fandom, like Robert Bloch and 
Robert Silverberg in SF Fandom, but | 
worry that too much Katz might be dis- 
ruptive at this point. 

When | say “independence,” | mean it. 
| describe, not censor, fanzines in this 
column. Fans may say and do things 
that annoy me from time to time, but 
that’s the price of freedom. The last 
thing fans should worry about is sucking 
up to Filthy Pros. 


2600 Connection #20 
Edited by Tim Duarte 
P.O. Box N664, Westport, MA 02790 
Bi-monthly, $1.50 per issue, 8 pages 


Many computer gamers have a soft 
spot for those ancient system of the last 
decade. If you’re one of the people who 
still carry the joystick for the Atari 2600, 
you can’t go wrong with this newsletter- 
style fanzine by one of the hobby’s good 
guys. Besides, there’s nothing wrong 
with relishing in the achievements of the 
past, especially when some real quality 
games were produced with such limited 
technology. Tim lets us know that this 
genre can still hold its own against the 
mega-powerful machines of today and of 
the future. 

This issue covers such diverse topics 
as a possible fan convention, the alleged 
over-commercialization of collecting, 
Kangaroo strategy, and a retrospective 
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on Winter Olympics. The layout is flaw- 
less and the writing is accurate and 
lucid. 2600 Connection is an ornament 
to the hobby, and a wise purchase for 
any gamer. 


The Guru #5 
Edited by Brian Goss 
PO Box 5442 
Pasadena, IX 77508-5442 
Bi-monthly, $2 per issue, 16 pages 


Material about the Consumer Electron- 
ics Show, reviews of games like Night 
Trap for 3DO and Madden ‘94 for the 
two 16-bit consoles, reviews of anime, 
and Brian’s candidates for the best 
games of 1993. Some of the writing is a 
little stiff, but the critics mostly know their 
stuff and do a good job of describing the 
products. The Guru also covers some 
games available only in Japan, so those 
who like such sneak peeks will appreci- 
ate these write-ups. 

Keynoted by the full-color cover, The 
Guru is quite an attractive publication. 
The artistic efforts of Patrick Wllson, 
who also doubles as a reviewer, are get- 
ting better every time. I'd recommend 
fewer shaded boxes, on the grounds of 
legibility, but the mostly three-columned 
text is well-presented. 

Brian, who rounds out a year of fan- 
publishing with The Guru #5, is yet 
another member of fandom’s hard- 
charging second wave. I’d like to see 
more of his personality and read more 
about his life, but The Guru is already a 
good fanzine. Make sure you don’t miss 
future issues by sending Brian money 
for a sample. 


High Density #5 
Edited by Jonah Jackson 
56 Glenview Dr. 
San Francisco, CA 94131 
Monthly, $1. per issue, 20 pages 


In his editorial, Greg Bemis says: “Our 
styles are unique, as is the style of every 
other editor in fandom. We applaud the 
variety and encourage more. It would be 
awful to see everybody writing about the 
same things from the same point of 


view. That’s why fandom is so great.” 


Jonah, Greg, and the rest of the High 
Density crew has created an intelligent, 
yet friendly, computer gaming fanzine 
that isn’t afraid to cross artificial bound- 
aries to discuss video and multimedia 
gaming, too. This is one feature of a 
maturing zine; they have begun to dis- 
cuss a variety of topics on many plat- 
forms, each with equal diligence. 

Besides a quartet of reasonably meaty 
reviews, High Density has a generous 
selection of columns, departments and 
articles. The one likely to get the most 
reader response for next issue’s 
“DoughNotes” letter column is Ari Shirini- 
an’s examination of electronic gaming’s 
image with the non-gaming public. 
There’s a tremendous gulf between the 
image some push of gamers as tube- 
addicted children and the reality. Per- 
haps Ari’s bit of self-examination will ulti- 
mately lead gamers to tactics for correct- 
ing the public’s misunderstanding. 

Or maybe it just takes getting out the 
word about fanzines like High Density. 
If you’re thinking about trying one 
fanzine this month, High Density would 
be my pick. 


Video Apocalypse #7 
Edited by MJ Lesnick 
15803 Signal Crk. 
Houston, TX 77095-1624 
Frequent, $1.50 per issue, 26 pages 


MJ cuts loose in this wild, and maybe 
a little zoned, fabulous fannish fanzine. 
This occasionally angry young fan has 
decided to just be himself. The result is 
unpolished, but undeniably fascinating. 

No one can accuse mercurial MJ of 
pseudo-pro posturing. He’s had a signifi- 
cant insight into what it means to be a 
fan, and he’s trying to live the part to the 
hilt. Whether he’s talking about his life, 
describing the latest in animé or 
needling me, MJ makes uniquely per- 
sonal statements. 

Until now, Video Apocalypse has 
been an improving, solid fanzine. Now 
MJ is out on the edge —or is that the 
ledge?—and showing what it means to 
be an iconoclast. If he continues to per- 
fect his style and vary his approach, 
Video Apocalypse could become a 
major influence in fandom. 


Attention fanzine editors: If you’d 
like your fanzine reviewed in this col- 
umn, send it to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. | read and save every zine 
sent, and I'll try to describe as many 
of them as possible each month. 


Cao Cao oa ~~ Genghis Khan 


t took 1400 years, 
but we finally 
sot them together! 


gy | | 2 in the fact that both 2 are looking towards world domi 
o | nation with ma m 


together to a store near you, and it’s going to be 
of The Three marl exciting. After all; Genghis Khan is out to lead his 


DRA COM oF DESTINY. tn 


‘ : : CONQUER THE WorLD! SEIZE THE BATTLE 
Mongol hordes victoriously across Asia and ; Mavasirac 


Europe in GENGHIS KHAN IT: CLAN OF THE GRAY 
Wo F and Cao Cao's devising new ways to 


aj - ) aees ' — ¥ VGA color 
et Ni aa reunite China after the collapse of the Second o_ 
— Han Dynasty in ROMANCE OF THE THREE \ Mouse support 
SEAL AN ALLIANCE. PREPARE FOR e Fa 
Disease & Disaster! KINGDOMS III: DRAGON oF DesTINy. The . Sound Blaster & AdLib™ 
contest for world domination is about to begin. sound support 
Are you ready? 
KO tj ALSO AVAILABLE FOR 
SNES & SEGA. 
KOEI Games are available for all systems 
KOEI Corporation, 1350 Bayshore Highway, Suite 540 in retail outlets nationwide! If you can’t 


Burlingame CA 94010 find the KOEI product you are looking for, 
call us at (415)348-0500 (9am to 5pm PST). 


Genghis Khan II and Romance of the Three Kingdoms III are trademarks of KOEI Corporation 


JUST WHAT HAPPENED TO 


JAWBREAKER ? 


THE GOOD DOCTOR ANSWERS THIS AND OTHER 
QUESTIONS FROM AN AGING GAMER. 


Greetings, mes amigos, | see our 
waiting room is packed to the rafters, as 
per usual. So, I’m afraid we are going to 
have to prioritize a little this month. 
Whereas most of our recent columns 
have dealt extensively with sound and 
graphics boards, math coprocessors, 
and other high tech topics de jour, the 
Doc is feeling a wee bit philosophical 
this month. So let’s start off with a note 
from a longtime computer game player 
who has a set of interesting queries that 
may provoke fond memories among our 
older readers. 


Q: One of my favorite Sierra games 
back in the olden times was called Jaw- 
breaker. It was a Pac-Man clone only 
instead of a sideview, round-headed pel- 
let-gobbler, the player maneuvered a set 
of teeth around the maze, devouring a 
variety of sweet treats. There were 
power candies which served the same 
purpose as Pac-Man’s power pellets, 
and ghost-type enemies, which were 
probably supposed to be tooth decay 
spirits or something. Then, a year or so 
later, Sierra produced another version of 
Jawbreaker, which | believe appeared 
on a video game, rather than a computer 
system. In any case, this game was very 
different, as | recall. It was no longer a 
maze game; instead, the player moved 
the teeth through a series of stacked, 
horizontal corridors. The teeth could be 
moved up and down the screen by drop- 
ping through gaps which appeared in the 
horizontal lines. What was the story with 
the two versions? Was it too difficult to 
translate the computer version to video 
game format or was there another, per- 
haps legal reason? As | said, Jawbreak- 
er was a Pac-Man clone. 

Question 2: which computer system 
did the original King’s Quest debut on? 

My third question is more personal and 
serious. In the bygone days of my youth, 
my favorite development group was the 
Buntens’ Ozark Softscape. In fact, | 
picked up a copy of the “Commemora- 
tive Edition” of Seven Cities of Gold, and 
| still keep my Atari 800 plugged in to 
play M.U.L.E.. Well, if what | want to ask 
is true, you probably already know the 


66 COMPUTER GAME REVIEW 


question, but here it is: just who is Dani 
Bunten? 

Finally, to complete this trip down 
memory lane (soon to be demolished in 
order to make way for the Information 
Superhighway), I’m going to ask you a 
Game Tip question. | know you hate 
these and have steadfastly refused to 
answer them, but you might like this 
one: how do you get past the snake in 
Wizard & the Princess? 

Sierraman 
Broadheadsville, PA 


A: Boy, that last bit certainly validates 
you as an old time Sierra guy. Sierra- 
man is referring in his last question to 
one of the very first “Graphic Adven- 
tures” from Ken and Roberta Williams, 
which was infamous for the difficulty of 
its first puzzle, which many gamers were 
never able to get past. The answer (and 
this may be the first and last time | ever 
give a “Game Tip”) is: pick up the rock 
and drop it on the snake. Okay? 

As for your King’s Question, again, 
very cute. | believe the game originally 
appeared for IBM’s doomed PCjr, a.k.a. 
the Peanut, an early ‘80s attempt by Big 
Blue to crack the consumer computer 
market. Unfortunately, legend has it that 
at the last moment, the brain trust decid- 
ed that the PCjr wasn’t junior enough. 
They feared the computer was so close 
to the PC that PC sales would be hurt. 
So, the Peanut had its standard key- 
board pulled and replaced by a glow-in- 
the-dark, “chiclet” style board. Glow in 
the dark keys? Strange but true. 

Now for the Jawbreaker business. The 
original version, by John Harris, | 
believe, was one of many computer 
games inspired by the success of Pac- 
Man in the arcades. However, when 
Atari purchased exclusive home rights to 
the game, on video game and computer 
systems, it went after all other maze- 
chasers with all the force that Warner’s 
legal staff could muster. As a result, 
many of these games were pulled from 
distribution, rather than face Atari in 
court. Therefore, when Sierra produced 
a video game version of Jawbreaker (for 
Tiger Games, | believe), it had an entire- 


of the legendary computer gamesmen of 
that era. 

Finally, Dani Bunten is indeed the for- 
mer Dan Bunten. Ozark Softscape (con- 
sisting of Dan and brother Bill) created 
some of the greatest games in the histo- 
ry of electronic entertainment, and the 
Doc would love to see more from the 
Buntens; imagine what they could do 
with today’s technology! 


Q&A QUICKIES: Tom Deacon of 
Maspeth, NY, heard about a company 
that’s converting Genesis games to the 
PC and wants the lowdown. Well, | sus- 
pect Tom is referring to a device shown 
at WCES by Active Enterprises Ltd., 
which may indeed allow PC gamers to 
play Genesis cartridges. We'll have 
more info on this potentially fascinating 
piece of technology next issue, however, 
since we're out of room for this month! 


Send questions to: 
The Game Doctor 
330 S Decatur, Suite 152 
Las Vegas NV 89107. 
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Strahd’s 
Possession 


nmask and defeat Strahd, one of the 

most nefarious of all gothic horror char- 
acters, or you'll never escape the terror of 
the AD&D® RAVENLOFT™ game world! 

Presented in High Resolution 320 x 400 
256-color VGA, STRAHD’s Possession delivers 
twice the quality of VGA without the cost of 
a Super-VGA card! So you experience gothic 
horror role-playing at its best in this visually 
stunning game. 

Bask in the glow of an exceptionally 
large 3-D gaming window. Explore bone- 
chilling dungeons. Challenge 30 authentic 
RAVENLOFT game world creatures. Cast 
over 60 mage and priest spells. Let auto- 
mapping keep track of your travels with 
maps that print — complete with any notes 
you made on them along the way. 

All this plus a haunting musical score and 
digitized sound effects will keep you on 
edge for hours and hours! Just be careful, 
things get pretty eerie when the sun sets! 


ies A 


Available for IBM & Compatibles 


-coler VGA Displays 


IBM HI-RES 


on 3.5” disks and 
’ Enhanced CD-ROM. 


TO ORDER: 

Visit your local 

retailer or call: 1-800-245-4525 
with Visa/MC (U_S. & Canada only). 
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CGR TREKS TO VEGAS FOR 
A FEW DAYS IN JANUARY. 


EVERYTHING YOU WANT TO KNOW ABOUT WinTeR CES 
WITHOUT RISKING YOUR RENT ON THE SLOT MACHINES. 


We had indications right up front that it 
might be a rough trip this year. Both Ted 
and Steve hate to fly (Kevin doesn't 
mind airplanes), and our flight to Vegas 
was packed. Once we made it to the air- 
port, we caught a cab to our hotel that 
came complete with a driver who told us 
bad jokes the whole way to the Riviera 
Hotel. Secondly, our very own former 
CGR editor, Mike Riley, who wears a tie 
every day, forgot to bring ties and had to 
borrow one from Steve, who never 
wears ties. Finally, we noticed posters 
all over the Riviera Hotel for a triple-xX 
rated comedy show featuring Tree (see 
below). It was going to be a rough ride, 
we thought. 
| . oe Bui, as it 
turned out, we 
—. all had a great 
fe) time at CES. 
So, without any 
further ado, 
' here are the 
latest and 
Greatest 
games we saw 
at the show 


C2 and the people 
Kids love Tree! He who bought us 


looks like Don Rickels! grinks. Enjoy! 


Starting us off alphabetically is 
Access Software who had a separate 
booth set aside to show a running video 
of Under a Killing Moon. This latest 
game in the Tex Murphy series of 
adventures features appearances by 
Brian Keith, Margot Kidder and Rus- 
sell Means. Fluid animation and video 
mesh on this CD-ROM product that 
should not be missed by anyone who 
prides themselves on their PC CD-ROM 
collection. 

Over at Accolade, we saw a host of 
new products headlined by Unneces- 
sary Roughness and Rally (reviewed in 
this issue). We also took a peek at Rise 
of the Robots, an arcade-style combat 
game featuring, naturally, killer androids. 
News from Accolade is that both Brett 
Hull Hockey and Barkley: Shut Up and 
Jam! (obviously a basketball sim) are 
also coming to the PC later this year. 

Activision looks to have a busy year 
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ahead. Naturally, the premier piece of 
unreleased (as of yet) software from the 
Activision crew is Mechwarrior 2: The 
Clans, which continues to look as if it 
will become one of the best games of 
1994. Look for release soon. From the 
“Gee | wanna play that again” file come 
Pitfall: The Mayan Adventure around 
this time next year and Planetfall CD- 
ROM, which features the original cast of 
characters, this time in digitized video. 
For the kids, Activision also showed the 
excellent edutainment products 
Richard Scarry: The Busiest Neigh- 
borhood Ever and The Best Neighbor- 
hood Ever. 

One of the wildest products at the 
show was the Forte VFX1 Head Mount- 
ed System shown by Advanced Gravis. 
This device fits over the eyes and ears 
of the gamer, bringing them into the 
game like never before. We have seen 
the future of virtual reality, and it is high- 
tech looking headpieces like this one. 

American Laser Games was demon- 
strating Mad Dog McCree. Along with 
Mad Dog, ALG had some preliminary 
work on Who Shot Johnny Rock to 
show as well. 

In addition to demonstrating the new 
MPEG version of Video Cube: Space, 
Aris Entertainment also made mention 
of the next Video Cube title. Look for the 
release of Video Cube: Sports for the 
PC CD-ROM and MPEG soon. 

While Avalon Hill made its name by 
producing top-quality military board 
games, its current PC line-up looks pret- 
ty strong. Among the games coming 
soon are Operation: Crusader, the first 
AH release by Atomic Games, the cre- 
ators of the V for Victory series. Other 
titles soon to come include Kingmaker, 
a simulation of the War(s) of the Roses, 
and Advanced Civilization, based on 
the AH board game and not related to 
the earlier PC release. 

As with the Summer CES, Bethesda 
Softworks was demonstrating Delta-V 
which had some highly tasty graphics. 
The Elder Scrolls: The Arena brings 
the Wolfenstein 3-D interface into the 
role-playing realm and offers a host of 
character classes. NCAA II looks to be 
one of the better PC basketball games 


Take your favorite sdllege team to the 
sweet sixteen and beyond! 


currently in the works. 

Here’s what CH Products had: the 
new Jetstick, a high-quality joystick 
marketed for the consumer looking for 
better control at a lower price, and the 
Gamecard 3 Automatic, a dual joystick 
card. They also showed the Flightstick 
Pro for 3DO. 

Among the hardware/peripheral com- 
panies with major announcements at 
CES was Creative Labs who made seri- 
ous mention of their next generation of 
sound technology products. Included in 
this next .WAV of technology is E-MU 
card, upgradeable to 32MB and contain- 
ing DSP technology and a sound effects 
generator. Not surprisingly, this card will 
by 100% Sound Blaster compatible. 

Most of the products coming from 
Crystal Dynamics are for the 3DO sys- 
tem, but The Horde is a marked excep- 
tion. Also being released for PC CD- 
ROM, this title features full-motion video 
and starring Kirk Cameron (?!). Animat- 
ed action sequences accompany the live 
action in this title coming very soon. 

We never did quite hook up with D.C. 
True (we're really sorry about that, Char- 
lie. Looks like we owe you a lunch), but 
they did drop us off some goodies 
including information concerning the 
next Shadow President game. Our 
interest has been piqued by the evoca- 
tive name of CyberJudas and the 
tagline “You are the President and the 
Prey.” Sounds groovy. 

Anyone who’s read the Reviews sec- 
tion in this issue already knows how 
much fun we had with U-Boat from 
Deadly Games (their new tag line is 
“Non-violent games of death and 
destruction). DG President Rene Vid- 
mer personally handed us our copy and 
with our sincere thanks, headed back to 
New York to start back to work on the 
Windows version of M4 and the previ- 
ously reported American Civil War-era 
ironclad simulation. 

Disney Software started us off easy 
with Beauty and the Beast, one of the 
most attractive kids’ titles at the show. 
When successfully complete, the game 
rewards the player with a ten minute (!) 
clip from the movie. After seeing this, we 


Take a real walk on the wild side with 
Disney Software’s Wolf. 


weren't quite prepared for Wolf, which, 
to put it bluntly, Knocked us on our col- 
lective behinds. Based on the old Dis- 
ney True-Life Adventures, Wolf offers 
the player the chance to role-play the 
character of a realistic wolf in the wilder- 
ness. It's cool and we want it soon! 

Hot off the success of Flight Simula- 
tor Toolkit, Domark was demonstrating 
Lords of Midnight. In this RPG, you 
can control up to four characters simul- 
taneously, or you can decide to control 
just one of them and have the other 
three controlled by the computer’s Al. 
Look for a release very soon. 

Aces of the Deep, a submarine simu- 
lation with some of the tastiest wave ani- 
mations we've seen in recent days, is 
one of the next products on the way 
from Dynamix. Modem play and mas- 
sive mechs equal Metaltech: Battle- 
drome, the Dynamix entrant into the 
Battletech-style genre. Finally, for sports 
fans, Dynamix has announced work on 
Front Page Sports Baseball. 


Li 


Catch a wave! You'll be sittin’ on top of 
the war in Aces of the Deep. 


The multimedia world gained a new 
entrant when Eidolon announced Mil- 
lennium Auction. This bidding/auction 
game includes elements of gambling as 
players attempt to buy and sell one-of-a- 
kind items like Bill Clinton’s saxophone 
from his first Presidential campaign in 
1992. Look for this one on PC CD-ROM 
in the new future. 

PC and gaming giant Electronic Arts 
showed us a couple of new titles includ- 
ing the next Bullfrog title, Theme Park. 
In this game, players must build and 
control an amusement park competing 
with dozens of competitors who think 


nothing of trying to buy into the player’s 
action. EA is also nearing completion on 
Seawolf, a submarine simulation. We 
also took a peek at Noctropolis, the 
story of a dark and surreal future where 
comic book characters are incarnate. As 
a comic shop owner, you are drawn into 
this world and must solve the troubles 
there before finding your way back 
home. 

CyberSpace, the virtual reality adven- 
ture game from Empire Software is now 
scheduled for release around the time 
you're reading this. This cyberpunk 
game is based on the Iron Crown 
Enterprises pen-and-paper RPG. Also 
from Empire was Campaign II, the 
sequel to the original Campaign. Fly 
attack helicopters, deploy the infantry 
and just generally kick some serious 
enemy behind as you step behind the 
controls of a revamped interface with 
excellent graphics. 

Formgen was displaying the much 
heralded and equally much awaited 
Doom. Using the same sort of interface 
as Wolfenstein 3-D, the latest produc- 
tion by the talented Id Software team 
features a futuristic battle filled with lots 
of action and even more monsters to 
shoot at. It’s fast-scrolling and totally 
chaotic. So when do we get our copy? 

The football bandwagon continues to 
be a large one, and the latest entrant 
into gridiron simulations is Gametek. 
NFL ‘94 has the NFL license and 
includes all 28 NFL teams, a play editor 
as well as a player editor and a whole lot 
more. We also got another look at Elite 
Il: Frontier, the sequel to one of our 
humble editor’s favorite all-time games. 
Space combat and trading is what it’s all 
about. 

Again, readers of our Review section 
in this issue will note how much we 
enjoyed playing Mortal Kombat from 
Ultratech, a division of Hi-Tech Expres- 
sions. Satisfy your every urge for blood- 
lust as you beat the fertilizer out of your 
opponents and then eviscerate them in 
various fashions for the ultimate end to 
the bout. Don’t eat for at least an hour 
before playing. 

Putt-Putt Goes to the Moon scream 
the headlines of local tabloids. Well, not 
really, but it is the next game in the 
series from Humongous Entertain- 
ment. This time, the little animated car 
travels to Earth’s sole natural satellite, 
encountering the inhabitants as well as 
the famous Man in the Moon. Helping 
him out is Rover, who the original astro- 
nauts left behind. 

leMotion, who was displaying software 
with Interplay, gave us a look at Alone 


in the Dark 2. As with the original AITD, 
the sequel is based on the works of H.P. 
Lovecraft. Edward Carnby, who solved 
the mystery of the haunted house in the 
first game is back to rescue a child kid- 
napped by the fearsome One Eyed Jack 
and his legion of pirates and smugglers. 
Also on the way and also based on 
Lovecraft’s work is leMotion’s Shadow 
of the Comet, a CD-ROM-based thriller 
set in 1910 in the seaside village of 
IIlsmouth. Supernatural chaos and puz- 
zling mysterious abound as the player 
examines secrets better left unknown. 

Thanks to Pig and Piglet of Imagitec 
Design, one of the items on our wish list 
from the February issue came true: they 
bought us beer at CES. In fact, they 
bought us Guiness Pub Draught at the 
Double Down Saloon which not only 
had free pool, it had a killer jukebox as 
well. Thanks again, special friends. 
Among the software they showed us 
(that is why we were there, after all) was 
Freelancer 2120, an action game fea- 
turing ray-traced images and a fast- 
action 3-D environment. A sequel for 
The Humans is also coming in the guise 
of Evolution: Lost in Time, which fea- 
tures characters from throughout history 
including Elvis. Also en route from the 
Imagitec crew is Raiden converted from 
the neo-classic coin-op game of the 
same name. Arcade game fans will want 
to keep an eye open for this one. 

History does tend to repeat itself, and 
such was the case with Impressions 
Software. Impressions had its usual 
strong showing, giving us glimpses of 
four new titles that had our mouths 
watering for more. Leading the pack was 
Breach 3, the next game in the squad 
level combat simulation series. Breach 3 
interconnects with Rules of Engage- 
ment 2, allowing the player to carry out 
both combat and major war decisions 
seamlessly. Breach 3 was also the 
source of the coolest toy we picked up 
from CES, the Breach 3 guns that shoot 
a flurry of Nerf™-like balls for hours of 
destructive fun around the office. In all 
seriousness, Breach 3 is a continuation 
of the excellent series of the Omnitrend 
games that provide a complete gaming 
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Squad level combat in a hostile future 
makes Breach 3 an attractive title. 
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experience. Look for it. Also from 
Impressions was Detroit, the create- 
your-own-car-and-market-it simulation 
akin to the previous Impressions release 
Airbucks. Building on the success of 
The Blue and the Gray comes D-Day: 
The Beginning of the End. Finally, 
Castle Conquest is a game of feudal 
government in medieval England. Good 
stuff. 

Interplay’s line-up for the next twelve 
months or so continues to be CD-ROM 
heavy. With disks on the way for Star 
Trek 25th Anniversary, SimCity, Cas- 
tles, Out of this World and The Bard’s 
Tale. From the former Soviet side of the 
world we saw The Russian Six-Pack, a 
collection of games created by Russian 
programmers and developers. Stone- 
keep continues to look like a choice 
RPG’er, and for space conquest, it’s 
tough to top Star Reach. Interplay also 
announced the next game in the Star 
Trek series, Starfleet Academy, which 
won't be ready for shipping until near the 
end of the year. It looks to be worth wait- 
ing for. By the way, Jerry and Kevin, the 
next round of drinks will be on us. We'll 
meet you at the Denny’s of your choice. 

In addition to giving us the pre-review 
showing of both Genghis Khan II: Clan 
of the Gray Wolf and Romance of the 
Three Kingdoms Ill: Dragon of Des- 
tiny, Koei gave us our first peek at the 
game we’ve been talking about for some 
time now, Celtic Tales: Balor of the 
Evil Eye. As the leader of a nomadic 
tribe of people, you must develop a 
power base to garner enough strength to 
take on Balor, an evil wizard. 

Not only did the kind folks at The 
Learning Company gives a much- 
needed place to sit down, they also fed 
us (good cookies!). The various Rabbit 
games, Reader Rabbit and Math Rab- 
bit are soon to be released for Windows. 
TLC continues to prove that edutainment 
doesn’t necessarily mean lower quality, 
much to the joy of kids and parents 
everywhere. Kudos. 

While the long awaited Champions 
continues to prove that vaporware is a 
legitimate gaming category, you needn't 
fret about never playing a super-hero. 
Thanks to Legend Entertainment, you 
can soon soar like an eagle (or at least a 


A 


Induce rust, raise cholesterol and other- 
wise annoy your arch-villain foes! 
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turkey buzzard) with The Superhero 
League of Hoboken. Mutants spawn in 
the post-apocalyptic world and heroes 
now must stop them. With names like 
Captain Excitement and Tropical Oil 
Man and awesome powers like Talk to 
Six-Legged Animals, these heroes must 
destroy the threat posed by Dr. Entropy 
and his host of nefarious villains. 

And speaking of comic-book like 
games, we were unfortunately foiled in 
our attempts to meet up with Steve Pur- 
cell, who, along with LucasArts, is cur- 
rently converting Sam & Max Hit the 
Road for PC CD-ROM. Naturally, we 
wanted a good look at TIE Fighter and 
we got it. While it plays quite a bit like X- 
Wing, TIE Fighter will contain some new 
features, including a less linear plot and 
more insight into the actual missions. 
We can’t wait to strap into this one. For 
those who just can’t get enough Star 
Wars, LucasArts is creating a Star Wars 
screensaver as well. Finally, we peeked 
at The Dig which is still a long way off, 
since it has gone back to the design 
board and is now planned for CD-ROM- 
only release. 


Now you can see what it’s like to fight 
from the Empire’s side of the war. 


Greek myth makes an appearance, of 
a sort, in Wrath of the Gods from Lumi- 
naria, a Maxis affiliate. While the story 
is based heavily on the stories of ancient 
Greece, quite a bit of license has been 
taken, providing the main character with 
an endless number of quests to com- 
plete. 

Mallard was showing its usual high- 
quality line of add-ons for Microsoft 
Flight Simulator. In addition, however, 
there are some late breaking games 
coming from the duck people. Included 
in their new line of products are Space 
Clipper, based on a space shuttle cur- 
rently under development by McDonnell 
Douglas, Warpoint, which is a space 
sim/adventure game and G-Nome, an 
adventure game where the player takes 
the role of a 22nd century detective. 
Looks like Mallard:is spreading its 
proverbial wings a bit. 

The kind folks at Maxis were decent 
enough to give us a place to sit and 


something cold to drink in the middle of | 
the day when we needed it most. We 
took a peek at several products from 
their affiliate labels and got a better look 
at SimCity 2000 for the PC. Looks just 
like the Mac, but now you don’t have to 
spend the eight grand on a Quadra just 
to see the new features. 

Much of what we saw at the Media 
Vision booth can be seen in this issue 
(read Quantum Gate and Forever 
Growing Garden). The first in-house 
CD-ROM project from the MV folks will 
be Peak Performance, a trivia contest 
that takes the player to all 48 continental 
United States. We also heard about the 
Reno Personal CD-ROM Player, a dou- 
ble-speed CD-ROM that operates off 
batteries or AC and is transportable, 
plugs into a SCSI connection and con- 
forms to MPC2 for those who want to 
take their CDs on the road with them. 
Also for the computing-on-the-go crowd 
is the Pro Audio PCMCIA card, a sound 
card for notebook computers. 

Megatech showed off Dragon Knight 
lil, which, like Cobra Mission and Metal 
& Lace will feature anime cuties in vari- 
ous states of dress and undress in this 
RPG that is a best-seller for computer 
systems in Japan. Cybernookie lives, 
and Megatech has it. 

Merit Software was proudly displaying 
Isle of the Dead and why not? It’s a fun 
game, as you have probably already 
read earlier in this ish. The other game 
we took a look at was Harvester. While 
all that was there was just a running 
videotape-like demo, the images that 
popped up on the screen were enough 
to give anyone nightmares for awhile. In 
sort of a Norman Rockwell-meets-Satan 
atmosphere, the town of Harvest houses 
incredible evil. Only you can stop it, but 
you have no memory of your life before 
this morning. 

MicroLeague announced several new 
lines of software including the General 
Admission series of lower-budget 
games of high-quality. The first two in 
this series will be Rolling Ronny and 
Shadow Worlds. Also in the works is 
Time Out Sports, which MicroLeague 
defines as “ultilatainment.” While not 
exactly a game, TOS Baseball is sort of 
a game and sort of a utility. This Win- 
dows-based series will also contain TOS 
Basketball, Football and Soccer. While 
there wasn’t really anything to show yet 
on the Games Workshop title Blood 
Bowl, work proceeds, and the game 
should be ready for shipping around the 
start of the ‘94 football season. 

As we’ve seen so many times before, 
MicroProse had a host of games in the 


works. First off, we heard tell of Fields 
of Glory, a battle sim of Waterloo. We 
also were awed by 1942: The Pacific 
Air War, where the player can take 
either side in the battle for the skies over 
the Pacific Rim and fly ten historically 
accurate airplanes. Also for flight sim- 
mers was Fleet Defender, an F-14 Tom- 
cat simulation. Military buffs will want to 
keep their eyes peeled for Across the 
Rhine, a real-time simulation that, in 
spite of its use of windows, is DOS- 
based. MicroProse is also updating 
Impossible Mission for the Genesis 
and SNES, but not for the PC. Why not? 
These were great games and in need of 
a PC update. Please reconsider! 

Naturally, when we stopped by the 
Microsoft suite, we were filled with 
questions about the possibilities of a 
Microsoft Arcade 2, and while it isn’t 
definite yet, we lobbied hard for it and 
even suggested some games (Berserk, 
Galaxian, Defender, etc.). There will be 
a sort of “best of” package for the 
Microsoft Entertainment Pack series, 
including games from all four packages. 
We also got some word on Microsoft 
Space Simulator, which according to 
the folks we spoke with, will be the last 
DOS product from the makers of Win- 
dows. 

Mindcraft was hanging out with Elec- 
tronic Arts, and they had several new 
titles that we took a gander at. For lovers 
of pure strategy games, CyberGO fea- 
tures an advanced Al system and a 
number of features to enhance this clas- 
sic contest. Also coming is Dominion, a 
fantasy strategy game featuring tons of 
creatures to both lead into battle and 
slaughter mercilessly. Finally, Mecha- 
mander allows players to invade mineral 
rich planets, wipe out any opposition and 
haul the riches back to a depleted Earth, 
earning money and accolades. 

Mission Studios, who used to be a 
part of Velocity Development and are 
now and affiliate label of Interplay, had 
one of the most impressive products at 
CES. We've talked about Battlecruiser 
3000 AD in these pages before, but 
nothing we had seen in the past pre- 
pared us for the depth and power of the 


Take advantage of a one-finger control 
scheme as you pilot the galaxy! 


engine. It’s been somewhat revamped 
with excellent graphics, cool effects, 
tons of options and easily one of the 
most thoroughly thought-out designs of 
any game to date. Look for BC3K to be 
released very soon and don’t even think 
about missing out on it. Mission Design 
is also reportedly working on Jetfighter 
3, which should be out sometime this 
year. 

Back at the EA booth, we ran into affili- 
ate label Morgan Interactive who gave 
us demos of Morgan’s Trivia Madness, 
an edutainment title featuring thousands 
of trivia facts, which allows for a lot of 
replays with no repeated questions. We 
also got a glance at Recess in Greece, 
which helps acquaint the player with 
Greek myth via games, puzzles and 
other activities as Morgan tries to locate 
Helen of Troy. 

Hot off the success of the World of 
Xeen CD-ROM, New World Computing 
unveiled several new projects at CES. 
Heading the list was Zephyr, an arcade- 
style game where players pilot hover 
tanks in combat zones. Modem play and 
slick graphics augment the playability 
and fun in this one. Also showing at New 
World was Inherit the Earth which is an 
adventure/RPG taking place on Earth 
after Humanity has vanished. Also on 
display was Heroes of Might and 
Magic, a fantasy wargame somewhat 
akin to King’s Bounty but with a much 
tighter engine, better graphics and much 
more. Thanks for the beer, Scott. 

NovaLogic had the CD-ROM version 
of Comanche Maximum Overkill along 
with the new CD-ROM title Wolfpack, a 
very tasty submarine simulation with 
high-quality visuals and sound. We also 
got the lowdown on Armored Fist. This 
tank simulation puts you in the middle of 
a modern battlefield playing almost real 
combat situations in either American or 
Soviet tanks. As you’d expect with Nova- 
Logic’s track record, the graphics are 
awesome and the engine is as simple to 
use as the game is nice to look at. 

Origin showed us lots of neat toys that 
we wanted to take home with us. They 
wouldn't let us. AS we expected, the 
headline game was Ultima VIII: Pagan 
demonstrated by none other than Lord 
British himself. It looks better now than 
it did a few months ago, and it looked 
pretty hot then! The next Strike game, 
Pacific Strike, is pretty close to the 
launching pad. Look for Strike Com- 
mander-style graphics with WWil-era 
planes. Speaking of airplanes, Wings of 
Glory is a game of aerial combat circa 
WWI, featuring bi-planes, blimps and 
barrages of bullets. As far as the other 


Origin titles went, System Shock places 
you in the middle of a cyberspace/action 
world of 3-D fast-scrolling graphics. 
Finally, BioForge is a cinematically 
styled interactive movie (a term recently 
trademarked by Origin) that gives you 
total control over your synthetic persona 


on screen. 


* bite | 


BioForge: a redefinition of Origin’s style 
of interactive movie. 


What’s going on over at Papyrus? 
Something is up, but the good folks who 
brought us IndyCar Racing aren't talk- 
ing. They mentioned a top secret project 
currently in the works (we figure it’s 
probably a racing game) but for now, the 
cat stays in the bag. By the way, 
wouldn't it be fun to see the old Origin 
game Autoduel revamped with IndyCar 
quality graphics? 

Paramount has a busy year ahead of 
them. Among the titles on the way (not 
including the already released Lunicus 
and the just about released Jump 
Raven) is Rock Rap ‘N Roll 2, which 
now includes video sequences. Look for 
fall to be the big season for Paramount 
as a number of titles are released by the 
media giant. Macbeth: The Game gives 
players a chance to walk around in the 
classic Shakespearian drama. Trekkies 
will not want to miss Deep Space Nine: 
The Hunt featuring animated versions of 
the cast and crew of the show, and Star 
Trek The Next Generation Interactive 
Technical Manual, which is the CD- 
ROM version of the recently produced 
book. All of the decks and consoles are 
there with information about what each 
does and how it works. Also from the 
realm of television comes Viper, based 
on the show featuring a chameleon-like 
automobile. Paramount is also rumored 
to be working on a basketball simulation 
featuring a 360° rotational engine and 
customizable players. 

Philips Media has taken a renewed 
interest in the gaming side of their CD-I 
system. In fact, their interest is so 
renewed that they’ve created a world- 
wide games division that has actively 
pursued gaming licenses and develop- 
ers. Among those who have signed up 
with Philips are Virgin, Nintendo, 
Activision and Interplay. Look for an 
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increasing number of game titles over 
the next twelve months for CD-I. Includ- 
ed in that stack of pending games to 
ship in the next month or so are The 7th 
Guest, Mad Dog McCree and Space 
Ace. 

Another company who has joined up 
with Philips is Psygnosis, who told us 
that a PC version of the action/strategy 
game Hired Guns is on the way soon. 
That’s a good one. We also got a view of 
Microcosm, which is Psygnosis’ take on 
the old Fantastic Voyage movie. In 
what could be a surgeon’s ultimate fan- 
tasy, you get to learn about a “patient” 
from the inside out as you sail through 
his blood stream in an effort to destroy a 
manipulation droid planted in his brain. 
Watch out for that lymph node! 

QQP continues to put out excellent 
military simulations like the coming 
Grandest Fleet and the _ totally 
revamped version of The Perfect Gen- 
eral, while continuing to expand the gen- 
res they make games for. For instance, 
the puzzle game ZigZag plays sort of 
like a Mastermind game, except that 
instead of using colored pegs, it uses 
words. You can add to the challenge by 
giving yourself a time limit as well. 
Another interesting entrant into the puz- 
zle world was Origamo. 


pe 


Bee 


QQP’s Grandest Fleet. Could it be the 
ultimate war game? 


Giving the future a different twist is 
Arctic Baron from ReadySoft. Instead 
of apocalypse, the game centers around 
a nuclear winter caused by a freak acci- 
dent in a process designed to reverse 
global warming. Now, centuries later, 
you are in charge of a steam powered 
train bent on a mission of freeing the 
world from economic slavery at the 
hands of the Viking Union. ReadySoft 
was. also showing Robinson’s 
Requiem, a first-person action/strategy 
game coming very soon. 

The Power Modeller series from Rev- 
ell-CD will soon include a third title. This 
time, instead of being locked on the 
ground in a car, you can build the mod- 
els of and then fly three powerful air- 
planes and one helicopter. Operation 
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Airstorm will include the F-15 Strike 
Eagle, the AH-64A Apache Attack Heli- 
copter, the F-117A Stealth Fighter and 
the F-14A Tomcat. This should come out 
for the PC in early spring, and like other 
Power Modeller games, will come with a 
Revell-Monogram model kit. 

The big announcement from EA affili- 
ate Sanctuary Woods was that comedi- 
an Dennis Miller has signed on with the 
company to do a series of comedy CD- 
ROM titles starting with That’s News to 
Me, the first product in the I-laugh 
series. According to Miller, TNTM is a 
computerized chronicle of “the historical 
carnage that was.” TNTM will be rapidly 
followed by That’s Geek to Me, perfect 
for the techno-weasel on anyone’s shop- 
ping list, since it contains Miller’s slanted 
view of the world of computing. 

A relative newcomer to the world of 
entertainment software, 7th Level’s 
debut product was much more impres- 
sive than the average first product. The 
recently shipped TuneLand which fea- 
tures Howie Mandel as both the emcee 
and the voice of the title character fea- 
tures a number of different areas to trav- 
el to, a continuing story, dozens of sing- 
along songs and a screen that is entirely 
filled with hot spots. Noting the quality of 
this title, it filled us with great pleasure to 
see that 7th Level’s next CD-ROM pro- 
ject will be done using the license of 
Monty Python’s Flying Circus. Seems 
one of the head honchos at 7th Level is 
a friend of Pythonite Terry Gilliam (who, 
by the way, is the guy who did the ani- 
mated sequences in the television 
shows and who directed the. grand 
majority of the Python (Monty) films). 

While we were excited about a lot of 
the games we saw at CES, one of our 
all-around favorites was the first one we 
saw. The game in question would be 
Outpost from Sierra On-Line. Created 
by a former NASA employee, Outpost 
uses Current research in planetary sci- 
ence, robotics, terraforming and ship 
design to provide an accurate simula- 
tion. Once you design your ship, you 


Space opera meets SimClty with Sier- 
ra’s Outpost. 


need to launch it and look for a suitable 
planet to land on and start a colony. 
Build your colony both under and above 
ground, but keep it protected. You need 
to compete against other colonies as 
well as the elements. 

Sigma Designs, the makers of the 
Reel Magic board had several major 
announcements. The first was the cre- 
ation of an MPEG development system 
for a relatively low cost. While this cost 
is out of reach for most gamers (around 
$30 grand!), this does mean that game 
developers now have an easy way to 
create full-motion video. Sigma also 
announced an upgrade for the Reel 
Magic board. It'll cost around $850 and 
will include a double-speed MPC2 CD- 
ROM drive, a pair of speakers, a bunch 
of games and more. The upgrade kit will 
also be able to play CD-I Digital Video 
format CD movies on the PC. 

As with the Summer CES, one of the 
most visually exciting projects was 
Aegis over at the Software Sorcery 
booth. With undoubtedly the best graph- 
ics for a military simulation that we've 
ever seen, Aegis may be one of the best 
graphic achievements for a game in the 
last year or so. It’s that fun to watch. 
Jutland continues to grab passers-by as 
well. Also overheard at Software Sorcery 
was word on Escape from the Dead 
Zone, a space opera with lots to explore 
including over 1000 alien shipwrecks, 
and Fantasy Fiefdom, which involves 
the player in a number of tactical and 
real-time combat and adventure games. 

One of the more interesting CD-ROM 
tiles at CES was MegaRace from Soft- 
ware Toolworks. This game features 
some truly amazing race tracks, each 
laden with power-ups that aid the drivers 
in picking up speed. Look for some 
intense action with this one. Toolworks 
also announced a new flight sim called 
Evasive Action which looks to be a 
realistic but non-technical simulation that 
even the casual sim fan can enjoy. 
Finally, we heard about Dragon Tales, a 
3-D adventure title for CD-ROM featur- 
ing panoramic full-screen rendered 
graphics and characters with names like 
Haagen von Diakonov and Werner 
von Wallenrod. How can you go 
wrong? 

Flight sim fans who happen to own a 
CD-ROM drive will not want to miss Wild 
Blue Yonder from Spectrum HoloByte. 
This CD product covers the history of 
aviation from its early beginnings 
through to the modern day jet era. The 
first release, coming in the Spring, will 
cover modern aircraft. The game we 


were the most interested in at Spec- 
trum’s booth, though, was Star Trek: 
The Next Generation. As we hoped, the 
game continues to look more and more 
complete, and it looks better all the time. 
So when do we get to play it? To help 
hype the game, Spectrum flew in 
ST:TNG’s Brent Spiner, who plays Data 
on the television show and in the 
upcoming movie, to sign some auto- 
graphs. The line was long. We got our 
autographs anyway. Spectrum is also 
planning the release of Tetris Gold, a 
compilation of the various -tris games on 
CD-ROM for Macintosh and PC. 

Back in the EA booth, we met up with 
Strategic Simulations and saw a little 
bit more of Ravenloft. Striking graphics 
and dark fantasy combined with an 
easy-to-use interface including an inven- 
tory screen that contains all four charac- 
ters make this one a game to watch for. 
We also saw the other “coming soon” 
SSI AD&D project, Al-Qadim: The 
Genie’s Curse. On the military front, 
SS! was demonstrating Great Naval 
Battles, vol. Il: Guadalcanal, 1942- 
1943. Expect the same level of game 
quality and graphic detail as the first 
game only more so, since it now plays in 
SVGA. Finally, combining fantasy and 
military strategy is Dark Legions, a fan- 
tasy sim where players can control up to 
50 different creatures of 16 types in a 
Strategic war contest. Looks good. 


Just two of your character options in 
SSI’s Dark Legions. 


Over at Suncom, the technowizards 
have been busy cooking up a new joy- 
stick called the FlightMAX. If you 
skipped past our Hardware section, you 
missed our comments on this fine piece 
of controller equipment. Slick design and 
Slicker feel make this joystick a keeper 
for both righties and lefties. 

21st Century gave us our copy of Pin- 
ball Fantasies, but that wasn’t all. They 
informed us that work was underway for 
a new pinball project. This upcoming 
work will include locking balls, multi-ball 
play and multiple levels on each board. 


We always like a good pinball contest, 
and that’s exactly what 21st Century has 
provided. 

PC owners who have been consider- 
ing purchase of a 3DO system may want 
to hold off a little while. The company is 
reported to be working on a card for the 
PC that will allow them to play 3DO 
games on their computer system without 
shelling out the greenbacks necessary 
to buy a stand-alone 3DO system. So, in 
a sense, you can have your games and 
your spreadsheets, too. 

As if currently working on Harpoon Il 
and Victory at Sea wasn’t enough, 
Three-Sixty Pacific had a major 
announcement at Winter CES. The com- 
pany has split off from its earlier affiliate 
agreement with Electronic Arts and will 
now be releasing games under a distrib- 
ution agreement with Broderbund. Any- 
one who played Harpoon (and they are 
legion!) will probably agree with us when 
we say that Broderbund well have 
walked into a gold mine with this deal. 

They call it the ThunderSeat. It has 
been accurately named. What this 
device, from ThunderSeat Technolo- 
gies, does is utilizes sound sources to 
generate vibrations. In plain language, 
that means that you not only see and 
hear your games, you feel them! You 
can play any sort of game sitting in the 
seat, but for the ultimate experience, you 
need to strap into a flight simulator. It’s a 
hot piece of equipment. 


Time Warner Interactive continues to 


pump out CD-ROM products like there’s 
going to be a shortage soon. Witness 
Short Attention Span Theater, straight 
off Comedy Central and onto your CD- 
ROM drive. Time Warner is also han- 
dling the distribution for Software Sor- 
cery, so they'll be releasing Aegis, 
Escape from the Dead Zone and Fanta- 
sy Fiefdom as well. For the kids, Time 
Warner has Lost & Found, vol. 2 and 3 
in the works along with Vistie Visits 
Outer Space and Vistie Visits the 
Ocean. 

Over at Tsunami, they released the 
news that, based on the success of 
Ringworld, they have begun production 
on Ringworld 2 Within A.R.M.s Reach. 
You've been declared a fugitive to every 
known society in space. With nowhere 
else to go, you and your fellow fugitives 
return to Ringworld to lay low. This is 
coming out for CD-ROM. Tsunami also 
announced Video Injection, a process 
whereby they take a videotape of you, 
and for about $30, put your digitized 
image into Blue Force. You'll appear as 
a character in the Information Center at 


City Hall. If you already have the game, 
you can still install yourself. Neat! 

The part of Velocity Development 
that didn’t become Mission Design is still 
known as Velocity. The very cool Spec- 
tre VR, which is available for the PC and 
Mac will soon be shipping for CD-ROM 
formats as well. Check out another 
vision of cyberspace with enhanced net- 
work games including up to eight partici- 
pants in over twelve scenarios. 

Villa Crespo had a strong CES line-up 
featuring Elements, a puzzle/maze 
game that had us all hooked from the 
moment we saw it. In this game, you 
need to find your way out of the maze, 
but you only have a certain amount of 
energy. Each move needs to be made 
with caution, and the higher levels get 
diabolical! We also saw Pea Shootin’ 
Pete which is an arcade game akin to 
Buster Brothers. With morphing tech- 
nology all the rage these days, Villa Cre- 
Spo gave us a look at MetaMorf, a low- 
cost program that allows you to morph 
one image into another. It may be low 
cost, but it certainly is high-tech. Finally, 
VC announced that they’ve signed a 
deal with Games Magazine to release a 
number of their classic pencil puzzles 
(from the Pencilwise section, one would 
imagine) as a series of products. They 
look good, and the puzzles are about as 
high quality as you can get. This is one 
we want to play with! 

Rounding things up is Virgin Games, 
who will be hitting the CD-ROM market 
very hard in the near future. 
Conspiracy, which happens to star 
Donald Sutherland, puts you in the 
middle of the intrigues of the KGB. We 
also saw Beneath a Steel Sky. This 


CD-ROM power and a Dave Gibbons 
comic. Who could ask for more? 


game features a graphic novel pack-in 
by Dave Gibbons, who has done comic 
book work with Alan Moore and Frank 
Miller. The 7th Guest has spawned a 
sequel in 11th Hour, which features a 
return to the haunted mansion for more 
hours of creepy amusement. 
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These are the top ten things that really 
caught my eye at CES. | can’t make any 
promises here, since most were only in 
demo form; but these are the ten 
nascent concepts and near-finished 
alphas that excite me the most about the 
coming year of gaming. I'll list them in 
order of company, since assigning quan- 
titative values at this point would defi- 
nitely be counting the chickens before 
the eggs are beta-tested. 

e Mechwarrior 2 from Activision is 
something I’ve been waiting for, having 
played the original for more hours than | 
could count. The sequel keeps the faith 
and adds much more. 

e Avalon Hill’s plans interest me heavi- 
ly, as I’m a big fan of their tabletop 
games. Any attempt to computerize 
board games gets my attention instantly. 

e Disney’s Wolf blew me away. It’s 
games like this, that manage to be 
crisply original, that make the future of 
gaming appealing. 

¢ Soon, soon, Alone in the Dark 2 will 
be here. I’m banking on this one on lin- 
eage alone. Hopefully it will be longer 
than its predecessor, but just as 
engrossing and frightening. 

¢ Breach 3 also looks very sharp. I'd 
love to see futuristic small arms combat 
that works; what Impressions has here 
looks like it might finally fall together. 

¢ TIE Fighter, of course, will be the 
centerpiece of next year’s gaming. It’s a 
shoo-in as a big product for LucasArts 
even if it isn’t better than X-Wing—and it 
looks to be even stronger. 

¢ Battlecruiser 3000 from Mission Stu- 
dios might not sound very familiar. It 
probably will soon. This game is a labor 
of love and it shows. 

e The Grandest Fleet, coming soon 
from the house of good strategy games 
(QQP), could take the non-historical 
wargame prize for ‘94 if it practices as 
well as it preached. 

¢ Outpost is a strategy/builder coming 
from a most unusual source: Sierra On- 
Line. Outpost was the first thing | saw at 
CES, and it stayed with me as one of 
the best for its detail and depth. Coloniz- 
ing semi-hostile world won't be easy, but 
| bet it'll be fun. 

¢ Dark Legions from SSI is a wargame 
with a boardgame feel, as well as being 
small unit tactics in a detailed fantasy 
world—hitting all four of my “like this 
game” buttons. 

One last note: Dark Horse of CES 
goes to the 3DO system. | went to the 
show curious about the survivability of 
this system, but with several major com- 
panies making decent to good software 
for it, it’s one to watch. -Kevin 
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| My first CES was something of an 


eye-opening ordeal of frustration and 


pain, with a few epiphanies thrown in. 
After three days of lugging around a 
stack of press releases thicker than my 
head, my back was, to say the least, 
sore. Submitted for your approval... 


Disney Software’s Wolf was as unusu- 
al as it was good. Role-playing a wolf is 
a concept heretofore unheard of in the 
gaming industry. The graphics were first 
rate, and the science was pure. 

Although they didn’t have a high pro- 
file booth at the show, Villa Crespo had 
a couple of titles that looked sharp. Ele- 
ments was both maddeningly simple and 
simply maddening, and Games Magazine 
Word was challenging and fun. 


Aces of the Deep from Dynamix 
looked terrific, even though my magic 


touch was set to high that day. | man- 
aged to get it to crash within fifteen sec- 
onds of keyboard cruising. It’s pre-beta, 
what do you want? 

Interplay affiliate Mission Studios was 
demoing Battlecruiser 3000 AD. Despite 
seeing it at the end of the third day at 
CES (dead on my feet), this game kept 
me standing, mouth agape. Whew! 

Even though | had heard that Delta V 
from Bethesda Softworks had some 
control problems, | was determined to 
see for myself. | had no problems, so | 
can only chalk it up to genetics. 

Mechwarrior 2: The Clans was up and 
running at Activision. | feel | must apolo- 


gize to the rep who gave us running 


commentary about the game; so caught 
up in the game was I, | remember nei- 
ther his name nor what he said (save 
that the game was modem ready ). - 

Sierra did well to bring in a designer to 
discuss Outpost. A complex and open- 
ended game, the only disappointment | 
suffered was when | heard that its 
release date was not immediately. 

Impressions’ new Castle Conquest 
and Breach 3 looked nigh unto tasty. 
Cheers to them for what looks like 
another banner year of great products. 

Another product I’m itching to get my 
talons on is TIE Fighter. Zounds and 
gadzooks! LucasArts also has me pining 
daily for a finished copy of the Sam and 
Max CD-ROM. — 

MicroProse stunned me visually with 
1942: the Pacific Air War. Leave your 
386s at home, kiddies. This one’ll be 
best on a 486 or Pentium. 

Hardware-wise, keep your eyes 
peeled for the Thunderseat from Thun- 
derseat Technologies. They popped up 
all over the show, and | mean wow. 

Damn this limited space! -Ted 


Aeieé ever easy to come up with a list of 


my ten favorite things from aCES show, 
so the following list is in no real order 
other than the order they came to me. 
This year, I’ve decided only to list the 
games and products | liked that we have 
not reviewed yet, so, while | love Isle of 
the Dead, Genghis Khan II and U-Boat, 
you won't see them here. Anyway, on 
with the show. . . 


The first game we saw was Outpost by 
Sierra and it was really impressive. 
While it looks a lot like it could be called 
res 8 in a ois, ete Ss about eel 


and tons of cptions c don't hurt ‘either. = 

At Summer CES ‘93, | was. really 
impressed with Battlecruiser. 3000, and 
now I’m even more impressed. | can’t 
think of a game that possesses more 
attention to detail or more loving care 
from its programmer. 

Under a Killing Moon looks like what 
CD-ROM adventure titles should strive 
for. It’s got wit, it’s got name actors, it 
has an interesting story and it controls 
really well. Tex Murphy has a spot on 
my hard drive whenever he wants it. 

I’m the sort of person who buys a 
newspaper just for the crossword puz- 
zle, so Villa Crespo’s Games Magazine 
line has my mouth watering. Of course, 
when we get that pete! in, a won't get 
any work done. _ ; 

TIE Fighter, TIE Fighter, TIE = Fighter! It 
plays like X-Wing, but it’s better both 
from the standpoint of getting to play as 
the bad guys and because it’s less lin- 
ear. Flying a ship with no shields into a 
huge melee takes some serious guts. _ 

| love seat-of-the-pants flight sims, and 
you can’t get much more SOTP than a 
biplane. Thus, it is with great anticipation 
that | await Origin’s Wings of Glory. 

Interplay’s redo of SimCity for CD- 
ROM has some great footage as well as 
all of the enjoyment of aa How can 
you go wrong? 

As far as racing sims are concerned, 
the one | want the most is New World’s 
Zephyr. It’s fast, it’s controllable and you 
blow stuff up. Excellent. 

And last but certainly not least, 
Impressions’ Breach 3 offers squad- 
based futuristic combat along with a 
hook up to the proven excellence of 
Rules of Engagement 2. It looks like I'll 
be staying late for awhile. — one 
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CD-ROM has really taken off as of late. More and 
more companies are starting to jump on the CD band- 
wagon for the PC and Mac, while Philips has taken a 
renewed interest in creating game titles for their CD-| 
system. With this in mind, we’ve culled the entertain- 
ment products from the last six months or so and thus 
present them to you. 

What’s exciting to note is the number of new projects 
being released and/or conceived for CD-ROM that 
have not been previously available on floppy disk. 
Simultaneous releases are becoming more common as 
well, making the CD-ROM version of a game a far 
more viable choice for the CD owner. 

All of the games are listed alphabetically by company 
and then alphabetically within each company listing. 
Unless otherwise stated, the game in question is for 
PC CD-ROM. 


Myst 
by Braéderbund 


A mysterious island holds the secrets of time and 
space. In this goal-oriented puzzle adventure the play- 
er searches buildings throughout the island and in vari- 
ous periods of time for clues and objects needed to 
solve the mystery of a powerful library and the two 
brothers who appear to be trapped inside. Gorgeous 
graphics and music heighten the quest. For Macintosh. 


Video Cube: Space 


by Aris Entertainment 


Live video and sound are featured in this puzzle 
game from EA affiliate Aris Entertainment. Starting with 
a four by four grid, the player must manipulate various 
pieces of the puzzle a la Rubik’s Cube to complete an 
entire picture. Once created, the picture animates into 
various space-related scenes. Higher levels include 
additional pieces to turn and flip. 


Terminator 2: Chess Wars 


by Capstone 


Using characters and ideas from the popular movie 
series and the powerful Grandmaster Chess game 
engine, T2: Chess Wars combines this classic strategy 
contest with capture animations. Each piece has its 
own style of capture which Is presented in a full-screen 
view. Pieces are styled after major and minor charac- 
ters of Terminator 2: Judgement Day. 


Morphman 


by Dynamic Dimensions Development 


Morphman has the power to change into a number of 
different animals when he is able to scan their genetic 
pattern. Using this ability, the player guides this strange 
superhero through a quest involving a troop of mad sci- 
entists. Players click on various choices throughout the 
game to determine Morphman’s path and eventual suc- 
cess or failure. 
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The Labyrinth of Time 


by Electronic Arts 


Owing something to the cyberpunk genre, The 
Labyrinth of Time casts the player in the role of a 
nameless city dweller lost amid his meaningless exis- 
tence. Called from this world to defeat the plans of King 
Minos, the player must travel through the Labyrinth cre- 
ated by Daedalus and defeat Minos’ plan. Multiple 
mazes and areas are featured. 


The Lord of the Rings 


by Interplay 


Role-play in the best known and loved world of fanta- 
sy ever created. Take the roles of the famous charac- 
ters from Tolkien’s novels and lead them through the 
lands of Middle Earth, following the plot of the first book 
in the Ring Trilogy. The CD-ROM version of this earlier 
disk-based release features animation and video from 
the Bakshi movie. 


Rebel Assault 


by LucasArts 


With the galaxy under the oppressive rule of the 
Empire, a staunch Rebellion has been born. Now you 
must train and fight for these upstarts as they wage a 
war for freedom. Based on the classic Star Wars series 
of movies, Rebel Assault features action in several dif- 
ferent Rebellion ships as well as some scenarios that 
take place on foot. 


Quantum Gate 


by Media Visions 


Earth has only a few years of life left. Stationed on a 
remote outpost in the galaxy, it is your job to make sure 
the local mining facility stays intact, since it contains 
materials that are capable of reversing the Earth’s eco- 


logical demise. As Drew, you will take part in both inter- 
active and arcade-style sequences to resolve the final 
fate of two worlds. 


Xplora | 


by Interplay 


Join musician Peter Gabriel in his unique world in this 
music-based CD. Travel to different parts of Gabriel’s 
musical galaxy, testing out some of the unusual instru- 
ments he uses to create his music and checking out 
some of Peter's more unusual videos. Included on the 
CD is the entirety of the Us album as well as clips from 
earlier Gabriel works. 


Critical Path 


by Media Visions 


The Earth has been nearly wiped out by nuclear war. 
Much of North America and Europe are now uninhabit- 
able, and the survivors that remain are often unstable. 
You and your partner Kat have crashed on an island 
currently under the thumb of General Minh, a local ter- 
rorist. Now you must help Kat escape and make it safe- 
ly back to what’s left of civilization. 


World of Xeen 


by New World Computing 


Ported from the disk-based games Clouds of Xeen 
and Darkside of Xeen, this two-CD-ROM set contains 
three different adventure games. Using the simple to 
learn and understand Might and Magic gaming inter- 
face, World of Xeen takes players to a troubled land of 
fantasy and treachery. Role-playing fans will find much 
to love in this package. 
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Comanche Maximum Overkill 


by NovaLogic 


One of the modern classics of aviation/simulation 
titles, NovaLogic’s Comanche Maximum Overkill has 
been brought to the CD-ROM platform. Get behind the 
controls of one of the most powerful helicopters ever 
created and take it against a horde of enemies. Excep- 
tional graphics complement a solid flight engine and 
well-designed missions. 


Jump Raven 


by Paramount Interactive 


DNA has become the most valuable commodity 
around. As America tries desperately to protect the 
stored DNA of various creatures, a daring raid causes 
most of the substance to be stolen. Now you must pilot 
the Raven, a heavily armored vehicle and fly the 
streets of New York to take on the Skinheads and the 
Wall Street Cyberpunks. 


Inca 


by Philips/Coktel Vision 


What if the Incan civilization had survived to the pre- 
sent day and beyond? The idea of an Incan tribe 
becoming advanced enough to colonize space is an 
interesting one. Now you can explore the possibilities. 
Originally designed for the PC by Coktel Vision, Inca 
includes full-motion video and a variety of game styles. 
For CD-I. 


78 COMPUTER GAME REVIEW 


Ultima Underworld | & Il 


by Origin Systems 


Origin helped change the face of role-playing games 
with Ultima Underworld and Underworld II. Both games 
feature a first-person perspective and unique interface 
that allows the character to interact with virtually every- 
thing and everyone on the screen. Instead of merely 
killing everything in your path, Underworld offers you 
the chance to talk your way through an encounter. 


Caesar’s World of Boxing 


by Philips 


For those who have never been introduced to the 
sweet science, the world of boxing remains a mystery. 
However, for the initiated, nothing is quite like the thrill 
of a title match. All of the action of top-rank profession- 
al boxing is here in this new game from Philips. From 
jabs and uppercuts to standing eight-counts, this is a 


pugilist's dream. For CD-I. 
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Kether 
by Philips 
It is year 3795 of the fifth cycle. Seven years ago, the 
Princess of Wisdom was captured by Khork, the Mas- 
ter of Darkness. She is held in the Temple of Malkuth. 
Your task, as Melkhor, is to search five planets in the 
galaxy and to find and liberate the Princess. Should 


you fail, the planet of Kether will be doomed to eternal 
darkness and evil! For CD-l. 


Sprint® long-distance service just 
became more valuable - up to $159.90** 
more! Now, when you switch your 
home long-distance service to Sprint, 
you can select any Sierra game, free! 
After enjoying six months of high- 
quality long-distance, you may qualify 
for a second free Sierra game.*** 

Only Sprint can offer you a nation- 
wide 100% digital, fiber optic network 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint’s “fiber-optic” clarity 
that makes both your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy as a Sprint customer. 


The Most® A Unique Calling Plan 
Sprint offers an unprecedented long- 
distance calling plan called The Most 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
each month to whomever you talk to 


2 


the most, including international 
calls—even if the called person is with a 
competitive long-distance carrier. 

The ‘Most will also provide an 
automatic 20 percent discount off all 
calls to Sprint's millions of dial 1 
customers, anytime and anywhere. 

When the person you talk to the 
most in a given month is a Sprint 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 


Save on Long-Distance When 
You're away from home too! 

Sprint’s FONCARD™ lets you continue 
to take advantage of long-distance 
calling and savings even when you're 
away from home. The FONCARD is free, 
with cards available for every member 
of your family. 


The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services, 


SINS OFTHE FATHERS 


SIERRA 


directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 


No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 


a 


Sprint. 


re Sinha: 


* Offer valid only in the U.S. and for new Sprint 
customers. Not valid for FONCARD-only orders. One 
offer per household. Certain restrictions apply. 

** Retail value of Sierra Games. 
*** To qualify for a second game, the customer must bill 
$20 per month in 3 of the first 6 months. 
**** THE MOST discounts apply to in-state/intraLATA calls 
only where authorized. 


Mad Dog McCree 


by Philips/American Laser Games 


This town isn’t safe anymore. Not since Mad Dog 
McCree and his gang rode in. They've locked up the 
sheriff and are planning on taking everything over, 
unless you can stop them. Polish up your six shooter 
and get ready for action with this title. Based on the 
arcade smash, Mad Dog McCree features live video 
and sound. For CD-I. 
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Voyeur 


by Philips 


Anyone who’s ever looked into a bedroom window 
will be somewhat familiar with this game. Your job, 
should you accept it, it to peek into the windows of a 
man who wishes to run for President of the United 
States. There’s plenty of dirt to uncover and many a 


skeleton to be let out of the closet. Voyeur contains 
some adult-oriented scenes. For CD-lI. 
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Gabriel Knight 


by Sierra On-Line 


Something is stalking New Orleans. Gabriel Knight, a 
bookseller with a troubled past and a family curse was 
working on writing a book when the ritual voodoo mur- 
ders started. Now, the city is held in the grip of fear as 
the body count rises. It is up to Gabriel to stop the mur- 
ders from continuing. To do so, he must confront his 
own horrifying past and future. 
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Space Ace 


by Philips 


When laserdisc games hit arcades, the response was 
overwhelming. Now you can relive these glory days 
with Space Ace from Philips. A virtual exact replica of 
the arcade hit, Space Ace places the player in the role 
of Dexter, a space wimp with the ability to change into 
Space Ace, a mega-powerful hero. Plan your moves 
and defeat the evil Borf. For CD-I. 


Backroads Racers 


by Revell-CD 

The problem with model kits is that sometimes the 
instructions are tough to figure out and after they're 
built, you can’t really play with them. This is now no 
longer a problem. Backroads Racers contains detailed 
instructions for four different Revell/Monogram model 
kits and gives you the chance to test-drive each of the 
four cars in race situations. 


Dark Sun 


by Strategic Simulations 


The Shattered Lands are no place for weak sisters. 
This AD&D Alternate Realm is a world of pain and suf- 
fering, where the weak are quickly dispatched and the 
strong fight to the death over the remains. You lead a 
party of adventurers who start in the slave pits and 
must, through combat, gain the experience and where- 
withal to escape their doomed existence. 


Eye of the Beholder I-III 


by Strategic Simulations 


Play Advanced Dungeons and Dragons like never 
before with the Eye of the Beholder Trilogy from SSI. 
Each of the three games features a simple interface for 
beginners and a long and involved quest for extended 
play. This trilogy comes with the original documentation 
for all three games as well as a clue book for the first 
installment. 


Man Enough 


by Tsunami 


Looking for a hot date? Well, now you’ve got one. 
Actually, you’ve got five. You’ve been set up to date 
five beautiful women who are all looking for a little 
something more than just an average guy. Each one 
has her own likes and dislikes, and with each, you 
must discover the correct things to say without getting 
Slapped. Man Enough contains some adult situations. 


Great Naval Battles 


by Strategic Simulations 


Relive the classic battles of the North Atlantic in the 
second World War with SSI’s Great Naval Battles. 
Through a combination of multiple visual displays, 
menu options and keyboard commands, GNB offers 
the player complete control over their fleet without 
overwhelming them with too many options to select or 
buttons to push. 


Dracula Unleashed 


by Viacom New Media 


Ten years after what many presumed to be Count 
Dracula’s death, he is back to continue his reign of ter- 
ror in London. As Alexander Morris, brother of Dracula 
co-assassin Quincy Morris, you must avenge your 
brother’s death and once again destroy the King of the 
Vampires. Dracula Unleashed features live video ani- 
mation. The game contains some graphic violence. 


Coffee Break Series 


by Villa Crespo 


Villa Crespo has ported its entire Coffee Break series 
of games onto one CD and for one low price. Games of 
all sorts, from action to gambling to strategy are includ- 
ed in the many games on this disk. Among the games 
included are ThinkCross, Armada, Casino Craps, 
Space Vegetables, Dr. Thorp’s Mini Blackjack, Ruckus 
Roulette and fifteen others. 
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Rosemary’s House of Fortunes 


by Villa Crespo 


Everybody talks about the future, but no one does 
anything about it. Now you can with the help of leading 
psychic Rosemary West. Take a trip through five 
rooms in her house, each dedicated to one type of 
future prediction. Have your tarot cards read, see the 
future in the crystal ball, compute your future with 
numerology and more with this program. 
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TECH SPECS 


Requirements: 
1 Meg RAM 
Hard Drive 
VGA, Mouse 


Sound Support: 
Sound Blaster 
and compatibles 


Controller: 
Keyboard and 
Mouse 


Available for: 
PC and 
compatibles 


Designed by: 
Several Dudes 
Holistic Gaming 


Distributed by: 
QQP 


GAME SUMMARY 


Get rich trading in 
the 14th century. 
Explore, exploit, 
be the Pope. 


So, nephew, you have accept- 
ed the challenge laid down by 
the family name and decided to 
make your fame and fortune in 
trading. This pleases me. What 
makes me even more glad, how- 
ever, is that you have wisely 
chosen to ask for further guid- 
ance, rather than rush headlong 
into the world. Grayer heads are 
wiser heads, after all. 

Your goal must be nothing less 
than the economic domination of 
the known world, knowing every 
good that ships from every city 
everywhere. You must buy low 
and sell high a countless num- 
ber of times. Oh, you’ll draw 
envy, my nephew; envy and per- 
haps worse. For you are not the 


| FLOREN: 
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~ How To CROWN 


- YOURSELF THE KING OF 


CAPITALISM. 


BECOME FABULOUSLY WEALTHY, DOGE OF Tj 
VENICE, A WORLD TRAVELER AND THE POPE AS — 
WELL IN QQP’s MERCHANT PRINCE. | 


only stripling to seek a fortune in 
Venice. Other families will com- 
pete with you; you must rise 
above them in funds and popu- 
larity with the people of Venice. 


Popularity 


Fortunately, the people of 
Venice are easily pleased. In 
fact, you’ll almost never need to 
worry about your popularity. Just 
keep an eye on it as an adjuct to 
other matters. Don’t waste 
money on it early; you can afford 
to wait until the closing years of 
your career, when there will be 
plenty of Florins to spread 
around. It’s a simple matter to 
buy a villa and a few works of art 
for about 10 or 15,000 Florins at 
the end of the game and watch 
your popularity shoot up to the 
95% maximum. It is a mistake to 
invest in this too heavily early in 
the game, since villas make a 
nice target for vindictive ene- 
mies; besides, money spent on 
popularity can’t be used to make 
more money, unlike nearly every 
other expenditure in the game. 
There’s a motto there: spend 
money only to make more. 


Politics 


It is with this motto in mind that 
| make the following, somewhat 
controversial recommendation: 
stay out of Venetian politics 
entirely. Let other families spend 
hundreds and thousands of 
Florins on the purchase of sena- 
tors and the intrigues of elec- 
tions. Use that same money to 
buy new units and make more 
profits. After all, what benefits 


are there to politics? 


Let's say you spent the time 
between Doge elections tena- 
ciously building your grip on the 
Senate, spending hundreds (if 
not thousands) of Florins in the 
process. You make threats, 
bribe, cajole or whine to any 
other human players to form a 
coalition, or simply strongarm 
your way into having enough 
votes to declare yourself Doge. 
Now what? You can appease 
other players by appointing them 
to the offices you don’t want, 
and you get to keep an Office all 
to yourself. Those offices are: 

Council Head: you can kill off 
Senators with joyful abandon. 
There’s no money in this at all, 
not even a stipend. The only 
possible benefit is forcing other 
to waste money on bribing new 
senators. 

General: a free army with a 
few hundred Florins extra per 
turn. But you’d better not let that 
army go too far from Venice. 
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Admiral: see above, but read 
as navy. 

Road Builder: this is admittedly 
nice, since you'd better be build- 
ing roads anyway and having 
city money to pay for it is nice. If 
you’re short on funds, you can 
skim a little off the top. 

Frankly, none of these offices 
is worth the time, trouble and 
heartbreak necessary to secure 
them. Sure, if a human player 
seeks to be Doge, support him 
and maybe you'll get a cushy job 
with a nice pension. But don’t try 
it yourself. Money spent on sen- 
ators is money lost. They’re too 
easy to frame, Sway or assassi- 
nate. Maintain a token presence 
(1 senator) as a bargaining chip 
if you’re playing with other 
humans; otherwise, stay out of 
the Senate. It’s just not worth it. 


Exploration 


So now you're staring at 
Venice, surrounded by the sepia 
tones of an inaccurate map. 
Where to explore, where to look 
first? Your units have only a lim- 
ited number of movement points, 
and a large number of places 
you'd like to go. You'd best get a 
good foot off, because there's 
three other families ready to leap 
on the Florins available—and 
you'd better hurry, because the 
computer players know where 
they want to go. Here’s a good 
list of directions, using only one 
galley, one donkey and one 
camel. You need no other units 
at the beginning; whenever a 
new route is mentioned, buy a 
new unit to set it up. 

Your first priority is finding 
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Rome. Rome will likely have 
good prices on Grog and will be 
very receptive to the idea of 
Glass. Set up your first profitable 
trade route with donkeys 
between Rome and Venice. 

Send the next ship around to 
Antioch. Once you have a 
decent supply of cash, Relics- 
Glass (or Relics-Grog) makes a 
good route; but without the funds 
to fill your cargo hold with Relics, 
this will have to wait. Send that 
ship south to the African coast, 
discovering Cairo, Tripoli and 
Tunis, at least one of which 
should be open. 

Meanwhile, send a donkey 
crew northeast from Venice to 
Buda/Pest. Set up another route, 
bearing Gold-Glass (or possibly 
Silver). This will be a big cash 
cow for the remainder of the 
game. Send the donkeys on 
north to Novgorod in a few turns. 

The North African ship should 
swing north to Marseilles before 
cutting through the Straits of 
Gibraltar. Sticking near the 
coast, it will find Padron, then 
Paris. A small jaunt north to 
London and Calais should fol- 
low, after which send it south. 
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Buy a camel in the free African 
port and send it south, seeking 
Timbuktu and Katsina. These 
cities will most likely earn a good 
amount of money for you over 
the course of the game, so it is 
imperative to locate them early. 
One or both will produce Gems 
at ludicrously low prices. Set up 
looped land caravans north to 
your port, which is hopefully 
Tunis. Tunis produces plenty of 
wheat normally, which sells well 
in the southern cities. Send the 
exploration unit on south to 
Soffalla. 

At this point, (about 20-25 
turns into the game) you’ve 
explored nearly as much as you 
really need. It’s possible to win a 
sixty or even a hundred-turn 
game without leaving Europe 
and Africa. Of course, send your 
exploration units around the 
coast and let your spare donkey 
roam, but your attention should 
be focused on the near area. 

It’s now time to refine your 
routes. Make sure there’s road- 
ways linking all your land routes 
(don’t worry, it pays for itself). 
Set up complex routes linking 
Europe with Africa, bringing Fur 
through Venice down to Africa 
and bringing the Gems on back. 
Grog and Fish sell very well in 
the African interior, while 
European purchase prices for 
Gold and Gems are very likely to 
be higher than African ones. 

Refine the routes until no 
goods are left sitting in cities. An 
empty hold is an empty head. 
Managing complex routes is 
what you'll spend the bulk of the 
game doing. Remember, only 
spend money to make money. 
Slow and steady will win the 
monetary race for you. 
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_ ft’s GooD To 
BE THE POPE 


Pope early, Pope 
often! The monetary 
rewards for control- 
ling the Pope are 
too rich to ignore. 
Control the Pope at 
every opportunity. 
Not only do you get 
great income from 
the sale of all cardi- 
nals, you get the 
opportunity to make 
more cardinals at 
the drop of a pointy 
hat. You can order 
up a free (if lousy) 
army by calling a 
Crusade. Best of all 
(and often ignored 
by some players) is 
the ability to excom- 
municate a city. 
Excommunicate 
cities right and left 
when you're the 
Pope. It drives 
import prices sky 
high— and hey, 
you're just an inno- 
cent importer. 
Choose the city you 
import the most (or 
the highest-priced) 
items into. Never, 
ever let another 
player be the Pope- 
let a city have it 
when you’re done. 


THE CHURCH: AN 
INVESTMENT 
OPPORTUNITY 


If you've got spare 
Florins, buy a 
Cardinal or two. 
They give 10% 
return every year; a 
long-lived one can 
turn a profit for you. 
Plus, they control 
the votes that let 
you be the Pope. 
Vindictive oppo- 
nents find them 
easy targets, how- 
ever; the invest- 
ment Is risky. 
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THE PLAGUE 


Believe it or not, the 
plague can be your 
friend. It will drive 
prices sky-high in 
the cities it affects. 
If you’re carrying 
big ticket items like 
Gems or Gold, it’s 
well worth the risk 
to drop them off. 
You can usually 
make enough profit 
to replace the unit if 
it is lost and to 
make it worth the 
risk. One big dan- 
ger, though—the 
plague can wreck 
complex routes by 
raising the cost of 
the commodity you 
intend to resell. If 
the next city on the 
route is unaffected 
by the plague, the 
resale price will like- 
ly be far lower than 
the purchase price. 
Watch those units 
carefully and deny 
the city to them-—at 
least until you’ve 
spread the plague 
to the next city. 


ROUTE REFINING 


Every five years (at 
least), look at your 
Commodities 
screen closely. 
Chances are you’ve 
missed the opportu- 
nity to set up some 
short routes. 
Remember, goods 
waiting in cities 
don’t make profits, 
at least for you. 
That produced good 
is wanted some- 
where for a few 
Florins more, and 
you can get it there. 
More trade routes 
means a better 
cash flow. If you 
don’t think it’s worth 
the search, retire 
now and avoid the 
rush. 


Building Strong Trade 


Creating, operating and main- 
taining an ever-expanding net- 
work of trade routes is the only 
way to make a serious amount 
of Florins. However, many play- 
ers make errors in thought or 
execution in the creation of the 
network. Also, virtually all play- 
ers do not make extensive 
enough use of short routes, and 
thus lose thousands of potential 
Florins. 

The following is a short discus- 
sion of efficient route construc- 
tion. The primary tenet of the 
discussion is: long routes are 
bad. The simple reason is that 
they are not worth the time and 
money. In fact, the heavy payoff 
on a long route like London- 
Soffalla may blind you to the fact 
that much more money could be 
made faster by simply using 
shorter routes. The faster cash 
turnover on the shorter routes 
will also help you buy other units 


faster, continuing the chain. 

The shorter the route, the less 
chance of your units being 
attacked by pirates or swallowed 
in a storm. On a short route, 
most of your net worth remains 
liquid most of the time, rather 
than tied up on an ocean some- 
where. Short routes don’t have 
big payoffs, but they pay off 
every turn with more cash. The 
first routes you establish should 
be short ones. Once you have 
your priorities straight 
(short=good), there are three 
techniques that will help sharpen 
and tighten your trade net. 

The first is roads: build them, 
build them, build them. Not only 
does it increase your popularity 
a bit, it can triple your overland 
speed. Overland routes are 
more certain than sea routes 
anyway (no storms, can draw 
direct lines between cities), and 
the addition of roads makes 


T he Real Story 


View the income from your trade routes as a simple graph of 
Florins over time. Take the following examples of routes over 20 
turns, each with a single donkey or galley fully loaded with goods 


both ways: 


SHORT 
Profit 
Rome to 
Venice 


0.5 turns 
(road) 


1 turn 
(road) 


Venice to 
Buda/Pest 


MEDIUM 
Tunis to 
Timbuktu 


2.5 turns 


(road) 


3.5 turns 
(road) 


Venice to 
Novgorod 


LONG 
London to 
Soffalla 


8 turns 
(galley) 


Nagasaki to 10 turns 


Zanzibar 


Travel Time Profit 


900 oo 


(galley) 


# Trips True 


40 20 
80 


2400 Florins 


120 3600 Florins 


240 


400 10,000 Florins 
850 


350 12,255 Florins 


1600 


6750 Florins 


1800 


1600 2 
1800 


6800 Florins 


This does not take into account the guards necessary on the longer jour- 
neys, nor the overhead for the road construction. But this is the true profit for 
each unit. More units will, of course, generate more profits, but the medium 
routes will outweigh the long no matter what. Exchanging cogs for the galleys 
makes no difference, as cogs carry twice as much but travel twice as slow. 
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them irresistable. Sure, the over- 
head is steep (Venice-Buda/Pest 
road can run 1100 Florins) but 
they never break down and can 
be used by an infinite number of 
units. Build them and connect 
them; you'll never regret it. 

The second is the idea of the 
complex trade route, or carrying 
a single commodity and reselling 
it to three or four different cities. 
For example, let’s say Katsina is 
producing Gems at criminally 
low prices, but the only open 
African port is Cairo, which isn’t 
producing anything at all. Don’t 
send those camels back empty! 
Instead, look around. Rome still 
has an excess of Grog, and 
pays more for Gems than Cairo 
does. So buy a cog (or two; see 
below) and set it to sell Grog in 
Cairo and Gems in Rome. Then, 
set those southbound camels 
out of Cairo to buy Grog in 
Cairo. The internal market will 
buy some of the goods, but gen- 
erally most can be sold again 
and the next city for a slightly 
higher profit. Complex trade 
routes take care to set up; the 
timing can be difficult, and 
plagues and pirates can easily 
disrupt them. Still, they keep 
goods from rotting in ports and 
allow you to make additional 
profits on the same goods. 

The third concept is looping 
trade routes rather than cara- 
vanning them. Cities produce 
goods on a year-to-year basis, 
and it’s very possible to exhaust 
that supply. Looping routes will 
avoid this supply problem as 
well as eliminate some cash flow 
problems. To follow the example 
above, the route between 
Katsina and Cairo is about 2 
turns with roads. Instead of a 
single group of two camels, try 
two groups of single camels, 
each starting in a different city. 
That way, the payoffs come 
more quickly, and the goods are 
taken from the city gradually 
instead of all at once. Of course, 
you'll be more vulnerable to 
pirates and bandits in this 
spread-out dispersion, but the 
increased profits and smoother 
complex routes more than make 
up for it. -Kevin Perry 
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lore a new game 
Work in the style of 
the Arabian N ights! | 


: j High magic and dark deeds 
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COMPATIBLES 


Available on 3.5” 


disks and 
CD-ROM. 


TO ORDER: Visit your retailer or 
call: 1-800°245-4525 with Visa or 
MasterCard (U.S. & Canada only). 
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So you've made it through 
training. Been awarded the 
Shield and Sword. Think you’re 
a big mercenary fishman, do 
you? Got some news for ya, 
boy: those training runs are 
pansy stuff! You couldn’t take 
down a single thing in the real 
world. That’s why I’m here: to 
show you the ropes of the North 
Atlantic missions. After—and | 
mean ONLY after—you’ve com- 
pleted these missions will you be 
prepared for the tougher scenar- 
ios. The NA’s only there to give 
you some skill at handling crises 
on your own. Good luck, ya 
great po-nagger! 


TECH SPECS 


Requirements: 
386DX33, 1MB 
RAM, VGA 


Sound Support: 
Sound Blaster, 
AdLib, Roland 


Controller: 
Joystick, mouse, 
keyboard 
' Available for: 
_PCs and clones 


Designed by: 
Particle Systems 


Distributed by: 
MicroProse 


GAME SUMMARY |~ 
You are a merce- 
nary sub pilot in 
the year 2050. Kill 
all your enemies, 
run escort mis- 
| sions, and just 
" generally have a 
| good time. 


the enemy decoy debris. 
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ATTACK SUBS SPOTTED 


AT NINETY DEGREES! 
ENGAGE ENEMY! 


A VERBOSE GUIDE TO THE NorTH ATLANTIC 
SCENARIO FOR MICROPROSE’S 


Mission Three takes you on a hunt for a sunken Gannen U-Boat. Do not be misled by 


SusWar 2050. 


Completing the North Atlantic Scenario 
will help weigh down your medals case. 


You've been hired by 
Westingford PC to protect their 
operations in the North Atlantic. 
The first mission involves finding 
and destroying six mining subs 
that are encroaching on their 
turf, from an operation known as 
Babbage. The silt miners are 
unarmed robots that crawl along 
the ocean bottom; they take only 
five or six missile shots to 
destroy. The bad news is that 
you have to destroy all six with- 
out calling unwanted attention to 
yourself. The amount of noise 
you can make varies with loca- 
tion; | recommend finding the 
subs by traveling at about 
engine power forty; once you 


: READY. 


__SOWAR :EASSIVE 


have visual contact (NOT sonar 
contact), decrease your engine 
power to about 15 or 20. Watch 
your speed; if you get caught in 
a current, you may find yourself 
losing ground. Once your sonar 
gives you a positive ID on each 
miner, cut your power to five and 
open fire. Incidentally, I’ve found 
that the best weapons configura- 
tion to use on this mission is two 
torpedoes, zero decoys, and as 
many missiles as you can haul. 


You are to escort a demolition 
team to a Babbage power sta- 
tion, take out the station’s 
defenses, and fight off any 
enemy patrols that try to inter- 
fere. The defense system is 
armed with homing torpedoes 
and proximity mines, and is 
extremely perceptive to noise. 
The key to besting the defenses 
lies in ordering the troop carrier 
containing the demolition team. 
Once you have visual contact 
with the station, cut your engine 
power to about five or ten and 
order the troop carrier to remain 
in position. Once your sonar 
gives you a red lock on each 
mine, take it out with a missile 
(launching torpedoes is too 
noisy; the defense system will 
know where you are the minute © 
you attempt it). If your aim is not _ 
too good, more than one missile 


the ; appear to be 
itter who you work for. 


LEW 


This is what happens if you make too 
much noise and eject. 


can be used, but too many mis- 
sile launches will bring the two 
subs guarding the station direct- 
ly to your position. Once you've 
disabled all the defenses (includ- 
ing the subs), order the troop 
carrier to proceed with its special 
orders. Wait until they've placed 
all their charges, then order 
them to return to base. When 
the countdown gets down to 
about a minute, follow them out. 
Something I’ve always found 
pleasing is to wait until the 
countdown gets to about thirty 
seconds, hit my throttle to full, 
cruise out until the count is at fif- 
teen, cut my engines, and turn 
around to watch the station go 
up in flames. 


Das 


This is by far the most time- 
consuming of the missions, as 
well as the most tense. You fly 
an under-equipped, under-pro- 
tected recon sub; you have one 
fairly well-armed wingman. If you 
power your engines to full, you'll 
make more noise than a tactical 
_huke; make sure your engine 
power is only high enough to 
keep you moving forward. lf 


oe you've played through this and 


died or been captured, you 
already know that the U-boat is 
located near waypoint four. 
However, you've probably also 
tried going directly there and are 
puzzled over not getting the 
“Mission accomplished” mes- 
Sage; the reason is that you 
must pass through all of the first 
three waypoints. The reasoning 
behind this is that Westingford 
has identified several possible 
sites for the U-Boat and wants 
you to investigate each in turn. 
At each waypoint there will be a 
guard craft and debris nearby; 


you must sneak by without being 
__ detected, while at the same time 
_ exploring each debris object. if 


you are detected, order your 


wingman to attack the pursuing 
craft. Patience is the key. 


The Extraction 


Babbage has hired the re- 
nowned oceanographer Samuel 
Evans to aid in their research 
and development. He has been 
assigned to a research station 
not far from your current base of 
operations. Westingford PC is 
very interested in hiring him 
away, and have prepared this 
mission to do so. You will escort 
a “corporate enticement team’ to 
the research station, where they 
will make Evans an offer he 
can't refuse. They will then pro- 
ceed to clear sections of the sta- 
tion so that you can systemati- 
cally destroy the station. The 
trick is that, aS Soon as you 
order the troop carrier to the sta- 
tion, two attack subs will appear 
(seemingly out of thin air). I’ve 
found that the best way to han- 
die this is to equip my sub with 
seven torpedoes, one decoy, 
and as many missiles as will fit 
in the leftover space. Each 
attack sub will take three direct 
torpedo hits; this leaves one torp 
for a built-in fudge factor. Go 
through waypoint one, then 
directly to the station; destroy 
the two defense satellites, and 
get the troop car to wait as close 
to the station as possible. Go 
back to waypoint two, then 
return to a position about two to 
three hundred feet above the 
base. Order the TC to carry out 
its special orders and prepare 
for battle. Above ail else, 
remember to make as little noise 


Mining stations on the ocean floor are more than a little expensive. Make certain 


as possible; engage the attack 


While it’s not exactly glamorous to be 
rescued, it doesn't cost you anything. 


subs with torps as far out from 
the base as you can. If one of 
the attack subs goes for the 
troop carrier with a torp, drop a 
decoy as quickly as possible and 
power up your engines to maxi- 
mum and then minimum. That 
should force the torp to home on 
the decoy. Missile the station. 


Wotho 


In the fifth mission, Westing- 
ford requests that you escort an 
explosives drone to the Babbage 
sub carrier Mother One. You 
should destroy all defensive 
forces as quickly as possible so 
that the demolition sub can get 
near enough to destroy the carri- 
er. There is no real strategy to 
this one at all; simply target and 
fire. Before going in, tell the 
drone to remain in its present 
location; when the coast is clear, 
order it in. The trick here is figur- 
ing out what to shoot first. The 
attack subs have a lot more hit- 
ting power than the heli-jets, so 
use your torps against them. 
Heli-jets can be destroyed with 


two misses, Out tney are 


extremely agile and can outrun 
anything you throw at them. 
Make certain you have high con- 
fidence and a target in your 


sights. 


you defeat the enemy team sent to destroy this one. 


SHOOTING 
MOTHER 


A tricky method to 
completing this mis- 
sion is to simply 
load your sub for 
bear: stick as many 
rockets as you can 
on-board, ignoring 
torps and decoys, 
then take out 
Mother One your- 
self. This requires 
more guts than 
brains; you stand a 
very good chance © 
of being destroyed 
before you even get 
close to Mother 
One. However, you 
will still get that 
pleasant “Mission 
accomplished” 
message. 


THE COMBAT 
SIMULATOR 


If you’re tired of 
playing through the 
scenarios and just 
want the thrill of 
blowing things up, 
enter the combat 
simulator. It costs 
your pilot nothing, 
and you could gain 
some valuable 
experience. Be pre- 
pared, though, as 
the simulator will 
continue to throw 
sub after sub at 
you. There are no 
rules, and the only 
way out is through 
ejection or death. 


DEATH AND 
TAXES 


If you’re tired of los- 
ing a pilot through 
lack of funds, create 
a subdirectory 
called SAVE in your 
SW2050 directory 


and save your pilots 


(.sav files) there. 
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Torrepoes 


_ Torpedoes are fear- 
_ some weapons of 
_ destruction. They 
/ home in on the 
_ __ loudest object in the 
- vicinity; once they 
_ get close enough, 
_ they’ll lock in on the 
_ heat signature of 
_ your engines. This 
applies to all torpe- 
oes, whether 
_ yours or your ene- 
| my’s; firing one too 
_ many at your oppo- 
_ nent can leave your 
_ ina hurtful situation. 
Only equip torps 
_ when you expect a 
_ lot of enemy attack 
_ formations; only fire 
__ them when you’ve 
_ gota target ID on 
|| your HUD. 


ROCKETS 


_ Rockets are your 
| friend. They carry 
_ about two-third the 
_ destructive power of 
' torps, but they 
_ weigh only about 
half as much. The 
bottom line is that 
you can equip a 
heck of a lot more 
rockets than torps. 
The downside to 
rockets is that they 
are line-of-sight 
only. However, they 
do carry a proximity 
fuse, and will 
explode near a tar- 
_ get if it feels the tar- 
" get getting further 
[7 away. 


Decoys 


' Decoys are the 

_ least useful weapon 
in the game, but 
they can mean the 
difference between 
life and death. 
Equip, at most, two 
to three on escort 
missions 


Wind Forty Niner 


You've been assigned to pro- 
tect a prospecting sub (silt 
miner) from a purported enemy 
ambush. This is mainly a shoot- 
ing fiesta; deep-six the decoys 
and load your sub with as many 
spare missiles as it will carry. 
After you pass through both of 
the waypoints on this mission, 
three attack subs will suddenly 
appear. Here’s the big hint: the 
miner that needs protection is 
the middie one: one of the 
enemy subs is a kamikaze. Find 
it as quickly as possible and take 
it down with your missiles. lf the 
miner gets hit, the mission is a 
failure. The other two subs will 
not attack, but you also need to 
avoid being detected by them. If 
you are detected, the mission is, 
again, a failure. 


Routine Patrol 


You have been assigned to 
protect the Spirit of Excellence, 
a Westingford sub carrier. You 
must patrol a series of waypoints 
around the ship while it contin- 
ues to steam ahead at about ten 
Knots. Rumor has it that 
Babbage has hired the merce- 
nary firm M&P; this suspicion will 
be confirmed. You get to pilot a 
slightly faster ship in this mis- 
Sion: the Lightning class. 
Although its top speed is listed 
as 100 knots, you can usually 
push it past this. | recommend 
loading the sub entirely with 
rockets; toros may seek out the 
Spirit of Excellence when fired at 


close quarters. Since you fly with 


Order your troop carrier to carry out its special orders, then enjoy the fun as your 
_ sonar lights up like a house on me with enemy attack subs. 


Remember, in submarine war- 


a wingman on this mission, once 
you hear that the Spirit is under 
attack, order him to return to 
base. He will make a beeline for 
the Spirit and you can simply fol- 
low him. When you get within 
visual distance, order him to stay 
in formation; when you get a tar- 
get confirmation other than the 
Spirit, order him to attack it. 
Proceed to polish off all other 
subs. You should travel through 
the necessary waypoints at top 
speed since you are in no dan- 
ger of attack; engine power 
should be cut in half once you 
engage the enemy. 


The Wet 


This mission is remarkably 


similar to the third mission, 
except that you have a more 
powerful sub. You will encounter 
a series of old comm nodes 
being used by Babbage to track 
and attack sea vessels; your 
mission is to destroy the main 
comm center. Each comm node 
is protected by a mine and/or 
attack sub. If you plan on simply 
destroying the nodes one by 
one, prepare to run out of 
ammunition. The only way to 
distinguish the main comm cen- 
ter is visually: it is slightly larger 
than the other sensors. Once 
you have found the main comm 
node, you have the choice of 
whether or not to attack the two 
subs guarding it first. | highly 
recommend destroying the 
guards, but the choice is yours. 
These nodes are very powerful 
listening stations; they could 
hear a flea jump a mile away. 


oe 


The sub carrier Spirit of Excellence 
must be defended in mission seven. 

fare, slow and steady not only 
wins the race—quite often it 
keeps you from getting your butt 
shot off. 


thc Titanie 


The final mission in the North 


Atlantic campaign is one of pro- 
tection. Westingford PC want 
you to patrol a deep-sea mining 
operation near the wreck of the 


Titanic. Word has it that 
Babbage are using an ancient 
nuclear sub to tow into place, 
and then detonate, a nuclear 
bomb at the station. Your priori- 
ties are as follows: destroy the 
sub towing the bomb; destroy 
the escort subs; guard the bomb 
until a disposal crew can get to 
it. While this sounds pretty easy, 
i's not. The nuclear sub is very 
tough to take down, and you will 
have the attack subs on you like 
white on rice while you attempt 
it. Absolutely, positively, do not 
use torps; the bomb is very large 
and creates a nasty, noisy wake. 
Once the bomb has settled on 
the bottom, feel free to use the 
weapon of your choice. You 
have only a short time between 


spotting the enemy and inter- 


cepting them, use full engine 
power until you engage, then cut 
it to one quarter (one-third if 
dodging torpedoes is your cup of 
tea). If you destroy the nuclear 
sub from close quarters, do not 
fly under the bomb; it'll squash 
you like a grape. Try to keep in 
mind that the attack subs are 
your second priority; otherwise, 
you'll find yourself dead or in a 
hospital with incredibly painful 
radiation burns. 

Once you've completed all the 
missions, you will be told the 
fate of Babbage and the M&P 
mercenaries. The graphic is 
quite tasty, and the plot line real- 
ly shores. ‘up your suspension of 
-Ted Chapman 


SCENERY FOR 
MICROSOFT?FUGHT SIMULATOR® V.5.0 
FOR DOS SYSTEMS 
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PHOTO-REALISTIC | 
SCENERY OF VVASHINGTION D.C. 
AND SURROUNDING AREA 


| f or Coe shonin or 
| -BOO-.WEBFEET © 


@ 1993 svcd Sotiware, ne. 


TRAVEL TO BOTH 
A FLAT WORLD. 


New WoriD COMPUTING BRINGS SEVERAL MIGHT AND 
MAGIC GAMES TO CD-ROM FOR ONE LOW PRICE. 


Wor.p oF XEEN 


BY New Wor.tp COMPUTING 
FoR PC CD-ROM 


Grab your survival packs, Xeen 
fiends, the publisher of the floppy disk 
series has compiled Clouds of Xeen and 
Darkside of Xeen into a double CD 
package. The feature that linked the 
adventures for those who bought each 
game separately now becomes a Cor- 
nerstone of the multimedia product. 

Might and Magic: The World of Xeen 
includes the fourth and fifth adventures 
in the series, with only minimal, cosmetic 
changes. This is slightly enhanced shov- 
elware. Extra voice is the only substan- 
tial addition. 

The Might & Magic games are by-the- 
numbers adventures with play-mechan- 
ics familiar to any experienced quester. 
Parties of six gather at a Tavern and go 
on missions to scour Evil from the land 
and, with a little luck, pick up some cash 
and cool magical items in the process. 
The key, as in any RPG, is to maintain a 
balance of might and magic. 

The M&M series’ most distinctive dif- 
ference is its science fictional feel. It 
handles magic with scientific precision, 
and the plot involves not only a city in 
the clouds, but also makes prominent 
use of natural phenomena, such as light- 
ning bolts and meteors, as key elements 
in the fulfillment of an age-old prophecy. 
Sort of like J. R. R. Tolkien meets H. P. 
Lovecraft. 

All games begin with Clouds of Xeen. 
While there are many sub-quests to 
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Explore towns, cities, castles, dungeon 
and more as you walk through Xeen. 
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experience, the gamer’s primary respon- 
sibility is to stop Lord Xeen and find the 
mythical Sixth Mirror. Similarly, Alamar 
must be stopped in the Darkside. Both of 
these missions can be accomplished 
without the use of portals. 

However, in the larger quest of Unifi- 
cation, the gamer will cross into both 
lands repeatedly. To earn Unification, 
the Ancients required that each land 
“reach and orbit its chosen star and 
achieve its full destiny.” The gamer must 
help join the two separate Lands of 
Xeen into one that can never be 
breached. 

The interface is the streamlined point- 
and-click engine that New World devel- 
oped for Clouds. The game screen has 
five segments: a Display window, a View 
window, Option icons, Character por- 
traits and Direction icons. The Display 
window shows all of the game action as 
well as “helper” gargoyles. If a party 
member activates the gargoyle, it will 
visually issue warnings or hints. The Dis- 
play also has reminder gems, placed on 
the corners, which turn green if certain 
spells are in effect. The View window 
permits the gamer to see a miniature 
version of the full automap, if a party 
member has cartography skills. 

The same three option icons are used 
in both adventuring and fighting: Cast 
releases a readied spell; Information 
lists the date, time, and active spells; 
and Quick Reference gives the party’s 
vital stats, gold, gems, and food. Adven- 
turing and Combat each have six addi- 
tional features. Adventuring offers the 
player activity choices (shooting, resting, 
bashing, and dismissing) and the oppor- 
tunity to view either the current quest 
notes and items, or the automap. Com- 
bat alternatives include the standard 
running, blocking, attacking, and using 
items, as well as setting and activating 
quick fight commands (programming a 
character to attack, block, cast, or run). 

Character portraits show the current 
condition of the party members. A gem 
beneath each picture changes colors 
according to the character's available hit 
points. The Direction icons in the bottom 
right of the screen provide six possible 


help you, for a price. 


moves: forward, backward, slide right, 
slide left, quarter-turn right and quarter- 
turn left. 

Unfortunately, the crew at New World, 
while great at creating fantasy role-play- 
ing games, still has a lot to learn about 
exploiting CD technology. Despite the 
serious nature of the basic storyline, the 
characters are often given goofy voices 
with the addition of full-speech. Nowhere 
is the failure to make use of the game’s 
single new component—spoken dia- 
logue—as obvious as in the introduction, 
which animates the Log of the Dragon 
Pharaoh. The Log appears in text form 
in the documentation (which includes 
pages from both earlier instruction book- 
lets), and it is powerful stuff. The reader 
is immediately drawn into the story, con- 
cerned with the fate of the seemingly 
doomed Pharaoh, and anxious to learn 
more about the meteors, the prophecy, 
and the other races cited in the diary. 

The interactive version, however, 
loses all of the power and immediacy of 
the text, despite excellent graphics. 
Again and again, added speech sabo- 
tages the drama instead of heightening 
it. 

The convenience of a double CD 
instead of a fist full of floppies has merit, 
but this edition is primarily intended for 
multimedia gamers unfamiliar with the 
two computer games which comprise it. 
Otherwise, wait for Might & Magic VI. 


-Laurie Yates and Arnie Katz 
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TSUNAMI WANTS TO KNOW 


IF YOU ARE MAN ENOUGH. 


HALF A DOZEN WOMEN WANT YOU TO BE THE ONE TO 


LIGHT THEIR SILICON FIRES. 


Man ENOUGH 


BY TSUNAMI 
FoR PC CD-ROM 


The creators of Man Enough appar- 
ently believe the old chestnut about guys 
who play computer games being hope- 
less nerds possessed of not the slightest 
glimmer of insight into male-female rela- 
tionships. And, having observed this sad 
situation, they have set about to trans- 
form us into micro-Mack Daddies by 
introducing a string of pathologically fick- 
le (and often outright manic-depressive) 
babes, then simulating the come-on, a 
phone call, and even the first date. 

The program begins with a supposed- 
ly cool character walking into a restau- 
rant where every woman in the place 
hits on him like a heat-seeking. missile. 
He sits down and addresses the 
gamers, explaining what sad cases we 
are, then refers us to the Man Enough 
Dating Service, run by his friend, Jeri. 
She'll straighten us out, we’re assured. 

What follows is a relentlessly boring, 
one-trick pony of a computer game. 
Here’s how it goes: FMV is run, showing 
the player-character from first-person 
perspective driving to the Dating Ser- 
vice. Inside, he meets Jeri, who appears 
in two formats: full-screen still photos, 
and small FMV windows containing a 
head shot of Jeri responding to the play- 
ers last remark. Jeri runs the place and 
it’s Obvious immediately that the player 
is supposed to be mad about her. But 


You don’t need dating skills to be success- 
ful, but it might help. 
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she won't consider dating anyone who 
hasn't already scored with each of her 
five girls. 

The player is “taught” how to success- 
fully interact with women through a stulti- 
fying interface: three “lines” are present- 
ed, and the player must select one. If the 
line was “right,” the lady responds favor- 
ably when her video clip appears. If it 
isn’t, she lets the player know, generally 
by adopting an attitude of snarling hostil- 
ity. This ferociously negative feedback 
can come directly on the heels of a 
purring invitation to get to Know her bet- 
ter, producing an _ overtone of 
schizophrenia so overwhelming, one 
keeps waiting for the line that asks: 
“Excuse me, but have you ever consid- 
ered Prozac?” 

Assuming players aren’t Man Enough 
in each interview sequence, they are 
forced to replay it—with the same 
lines!—until they get it “right.” After being 
assigned the primary quest by Jeri, the 
player heads to the Iron Maiden gym 
where all five of Jeri’s girls are, conve- 
niently, working out. The player then 
engages in an endlessly long-winded 
series of conversations with each of the 
girls and, once they get it right, win the 
thrill of phoning that lady at her home 
(where she just might be taking a— 
hubba hubba—bubble bath!). 

Success on the phone leads to a first 
date, i.e., a FMV action game (mountain 
biking, skydiving, etc.), since these 
ladies seem to be into outdoor activity, 
too. Quinn, the TV anchorwoman, who 
certainly must be hard-up for dates, is a 
paintball fan. But, just when the players 
begin to think there might be some fun 
quotient hidden away inside this game 
after all, they are dropped into a woefully 
simple, fifth-rate paintball simulation. 
The p-c moves through a crude, sheet- 
metal maze, stalking Quinn. The instant 
she appears, the player must click on 
the mouse button. If the mouse button is 
pressed before Quinn can say “Gotchal”, 
the player wins that round. This is gener- 
ally followed by a two or three minute 


What can you say to make her want you? 
Play and find out. 


break during which the computerist must 
recover from the extreme excitement 
created by this event. 

How racy is this game? Well, there 
are plenty of crude jokes among the 
players responses (many of them fairly 
funny), a long, lingering FMV scene of 
Jeri seductively inserting an obsolete 
5.25” “floppy” disk into a drive, and, on 
the whole, less skin than one finds in a 
typical Sears catalog. So players expect- 
ing some sort of provocative payoff to all 
this tedious chin music will feel—justifi- 
ably, given the game’s packaging and 
hype—ripped off. Everyone else will feel 
cheated by the game’s abysmally low 
quality. Tsunami has released some 
really funny and well-produced software 
in the past, but Man Enough is such a 
mind-blowing wrong turn, it seems 
inconceivable that nobody noticed. 

Worst of all, Man Enough isn’t merely 
bad; it’s offensive. It’s insulting in the 
way it reduces male-female interactions 
into a series of lines and come-ons. Cer- 
tainly, most males have used a line at 
some point in their lives (this reviewer's 
favorite was: “You’re the most beautiful 
woman I’ve seen all week—and | have 
cable!”), generally with little success. But 
the idea of an entire relationship based 
on coming up with the right quip at the 
right time is right out of Hell. 

Enough. 


—Bill Kunkel 


You can’t date Jeri until you’ve gone out 
with the other five women. 
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FLIGHT COMMANDER 

SAM & MAX HIT THE ROAD 
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A GROUNDBREAKING 


NovaLoaic INVITES YOU TO FLY A POWERFUL MACHINE 
IN COMANCHE MAXIMUM OVERKILL. 


COMANCHE MAXIMUM OVERKILL 


By NovaLoaic 
FoR PC CD-ROM 


One of the most popular combat simu- 
lators of recent years, Comanche: Maxi- 
mum Overkill has made the jump to CD- 
ROM. And, just as in the floppy version, 
Comanche-CD is a high-speed, action- 
intensive helicopter sim set in the year 
1999, when Pakistan and India are at 
one another's throats, creating a possi- 
ble global confrontation flashpoint. It’s 
up to the player, piloting an RAH-66 
Comanche combat chopper, to see that 
doesn’t happen. 

The prime scenario has a terrorist 
base located within the Nagar-Parkar 
gorge, on the cusp of the India-Pakistani 
border, which has been creating havoc 
with its stationary SAM launchers and its 
Werewolf airships—a.k.a the Kamov KA- 
50 Werewolf—with their distinctive con- 
tra-rotating main rotors. So it’s 
Comanche vs. Werewolves, with world 
peace as the prize. 

As with any legit helicopter sim, 
Comanche is a little tougher to pilot than 
your typical state-of-the-art combat jet. 
Helicopters, after all, are inherently 
unstable aircraft. In other words, if you’re 
in an airplane and the engines conk out, 
it might still be possible to glide her in to 
safety. If a chopper’s engines kick out, 
the aircraft drops like a stone. Even so, 
the basic flight command system 
shouldn't take more than an hour or so 
to master, especially with the help of a 
Thrustmaster FCS, WCS, or RCS, or 


Select from ‘a number of missions, then 
knock out some bogies! 
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with a CH FlightStick. While the game 
runs with any joystick—or even off the 
keyboard exclusively—the specialty 
flight sticks are highly recommended. 

Numerous mission types are available 
to the computerist, including day and 
night attacks. The daytime graphics offer 
hyper-realistic views of the beautifully 
rendered fractal landscape, while on 
night missions, the Comanche’s Image 
Intensifiers kick in, amplifying available 
light (from the stars and moon) 30,000 
times, while the Forward Looking 
Infrared (FLIR) searches for temperature 
variations which indicate the presence of 
men and machines. Night missions are 
rendered in green and black, creating a 
surrealistic combat landscape that is lit- 
erally unforgettable. 

Other missions include Training Mis- 
sions, Operation Overload, Operation 
Restore Peace, Operation Clean Sweep, 
Operation Silver Dove, Operation Whirl- 
wind, Operation Over the Edge, Opera- 
tion Terminal Velocity, Operation 
Zephyr, and, of course, Operation Maxi- 
mum Overkill. Overload provides a 
series of milk runs for the novice player; 
Restore Peace has the player-pilot going 
up against small, but nonetheless dead- 
ly, Opposition, including South American 
drug lords and Middle Eastern anar- 
chists staging a Jihad. Silver Dove is the 
simplest of the four new scenarios: 
Whirlwind offers a nicely balanced ten- 
mission sequence; Over the Edge offers 
ten wild and woolly missions; Terminal 
Velocity is the game’s most difficult 
series of missions; and Zephyr is a 
worldwide campaign scenario that 
makes use of everything the player has 
learned in earlier missions. 

Finally, Operation Maximum Overkill is 
a theater-wide campaign with specific 


Check your HUD and hunt down your ene- 


Check out specs on your ‘copter before 
you take to the skies. 


objectives which must be filled in order 
to advance to the more challenging mis- 
sion levels, while Operation Clean 
Sweep offers similar action with some 
levels also inaccessible to less experi- 
enced combat pilots. 

The Comanche’s cockpit offers a pri- 
mary display screen and a pair of LCD 
tactical display monitors, all of which can 
be set for any of nine different view- 
points, including forward, left, right, rear, 
panoramic front, chase view, maps (with 
zoom capability), and even drop cam- 
eras. Also, unlike the standard Heads 
Up Display (HUD) seen in most flight 
simulators, Comanche-CD offers an HID 
(Helmet Integrated Display). In reality, 
the difference is exclusively conceptual: 
i.e., instead of looking out the window, 
the various views are theoretically pro- 
jected onto the optical sensors on the 
pilot's helmet display. Flight instruments 
include an Artificial Horizon, Radar 
Altimeter Display, Rate of Climb Indica- 
tor, Heading Velocity Display, Digital 
Speed Indicator, and Compass Display. 
There is also a Threat Indicator (sensors 
which indicate when the Comanche is 
being tracked by an incoming missile or 
rocket), Mission Status Display, Damage 
Status, and several other neat on-board 
Capabilities. 

Comanche-CD is no walk in the park; 
even once the player has mastered the 
mechanics of flight, there’s a lot more to 
learn about the Comanche and its capa- 
bilities, all of which are explored exten- 
sively in this killer combat sim. 

-Bill Kunkel 
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A FAR AWAY PLANET HOLDS 


THE CURE FOR THE EARTH. 


ONLY YOU POSSESS THE ABILITIES TO SAVE GAIA FROM 
ECOLOGICAL STRANGULATION IN QUANTUM GATE. 


Quantum GATE 
BY MEDIA VISION 


FoR PC CD-ROM 


“Fortress walls 
stand against 
the enemy 
But we don’t 
know where 
they stand” 
— from Quantum Gate’s 
“All My Dreams” 


Quantum Gate is, without question, 
among the most ambitious failures in the 
short history of multimedia entertain- 
ment. Running in Windows, it makes 
noises about having everything from VR 
to state-of-the-art cyber combat, but 
while the small FMV clips look okay, the 
VR simulator (which prepares the gamer 
for action later in the game) looks like 
code whose sell-by date is long past. 

It has always been an axiom of game 
conceptualization that any theme which 
cannot be coherently explained within 
100 words is a failure. Yet it’s difficult to 
imagine adequately describing and 
explaining the world of Hyperbole Stu- 
dio’s Quantum Gate in ten times that 
much text. Certainly, the artsy-fartsy 
documentation doesn’t begin to pene- 
trate the abstruse collection of half- 
baked ideas and cyberpunk posturing 
which makes up this shapeless, 
overblown CD adventure. 

The docs begin with an explanation of 
the new medium the developers have 
conceived, dubbed Virtual Cinema. 
What is Virtual Cinema, you ask? It is, 
among other things: “...used to create a 
‘storyworld’ where you are the central 
character, and the things you need to 


know are folded into character interac- 


tion and exploration.” 

VC is presented “in three layers.” The 
first “contains the physical environment 
and the world through which you navi- 
gate. Layered over this are windows of 
digital video—the language of film is 
exploded out over the entire screen 
area. This is where you interact with the 
characters and control how the story 
unfolds. Each person you encounter has 
a unique, abstracted background that 
expresses your feelings about that char- 
acter [?].” The final layer shows 
“thoughts, memories and fantasies, 
everything that goes on inside your 
head.” And that’s the meat-and-potatoes 
instructions—from here on in it’s really 
flakey. 

The basic theme has Earth on the 
verge of ecological destruction when a 
mineral is discovered on remote planet 
AJ3905 which miraculously neutralizes 
the hazardous waste which is choking 
our planet. In order to scrub Earth clean, 
a base must be established on AJ3905 
so that mining equipment can be 
installed. But there are monstrous, bug- 
eyed aliens on the planet—or are 
there?—so the player-character must 
don a VR helmet and shoot it out ona 
poorly-drawn, polygon landscape. 

The problem is that Quantum Gate 
isn’t content to be a solid, sci-fi thriller; it 


aspires to simulate the type of unstable 
reality which was the providence of the 
seminal science fiction writer, Phillip K. 
Dick (whose revolutionary works inspired 
the films Blade Runner and Total 
Recall). This approach might also be 
interesting if the game weren’t simulta- 
neously wandering off in dozens of alter- 
nate directions, none of which seem to 
interface, except perhaps in the macro 
plot, which involves the usual sub rosa 
cadre of evil military men and double- 
dealing politicos. 

The player has several priorities 
beyond the theme of setting up mining 
ops and splattering space scorpions. 
They must get inside the head of their 
virtual Surrogate, a character named 
Drew. But one doesn’t exactly role-play 
Drew; it’s more as if Drew is role-playing 
the gamer, and it’s up to the gamer to 
figure it all out. This despite the fact that 
the docs constantly reference that this is 
all going on inside “your” (i.e., the play- 
er’s) head, when it’s actually taking 
place in Drew’s noggin. 

Quantum Gate is part wargame, part 
strategy, part role-playing, part Virtual 
Bonding with one’s computer surrogate, 
part dated shooter, with plenty of use- 
less frills tacked on. There are midi song 
files, for example, so that if the player 
wishes to return Drew to his room for a 
bit of navel contemplation, he can listen 
to music in the background. This may be 
a brilliant new overlay to the simulation 
dynamic, but it’s much more likely one of 
the silliest ideas in the history of the 
business. 

In the evolution toward new multime- 
dia entertainment forms, experimenta- 
tion is to be commended. Unfortunately, 
Quantum Gate’s ambition suffocates any 
chance it had to be the revolutionary 
product its bold creators envisioned. 

Certainly, for those computerists seek- 
ing truly avant-garde interactive experi- 
ences—and who are willing to devote 
massive amounts of time, energy, and 
attention to the learning curve—Quan- 
tum Gate may prove to be a hugely 
rewarding experience. But for the vast 
majority of gamers, this would-be multi- 
media epic is likely to prove disjointed, 
frustrating, and misdirected. 

-Bill Kunkel 
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VOODOO ON THE STREETS 
OF New ORLEANS... 


SIERRA INVITES YOU TO INVESTIGATE THE SINS OF THE 
FATHERS WITH GUMSHOE GABRIEL KNIGHT. 


GABRIEL KNIGHT 


BY SieRRA ON-LINE 
FOR PC CD-ROM 


When the phrase “state-of-the-art” is 
spoken, this reviewer's mind is immedi- 
ately drawn to this dark, magnificent 
work from Sierra. Gabriel Knight’s voice 
characterizations, special effects, and 
powerful sense of visuals give it the sta- 
tus of a feature film, but one that never 
forgets it is interactive; that it is a game. 

The talent roster involved in creating 
this multimedia masterpiece boggles the 
imagination, and pre-sages the high 
stakes and big budgets that future game 
projects will involve. Knight himself is 
portrayed by Tim Curry, one of the 
greatest voices in film today. He can 
register everything from silky menace to 
grand oratorio, and represents the great- 
est casting coup in the history of the CD 
medium. The rest of the cast is no less 
impressive. Among others, Detective 
Mosley is played by the suddenly-ubiqui- 
tous Mark Hamill (whom we last saw on 
Howard Stern’s New Years PPV); 
Michael (Worf) Dorn, another magnifi- 
cent voice, is the gris-gris toting Dr. 
John; Leah Remini is cast as Grace 
Nakimura; Efrem Zimbalist Jr. (from 77 
Sunset Strip and The F.B.1|. and, of 
course, the father of Stephanie) is Wolf- 
gang; and former movie-of-the-week 
megastar Monte Markham portrays Har- 
tridge. 

On the technical end, special kudos to 
animation and 3-D wizard Michael 
Hutchinson; producer-composer Robert 


Gabriel’s bookstore: it may be messy, but 
he calls it home. 
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Access your map to help you find areas to 
explore. 


Holmes; lead programmer Tom DeSal- 
vo; and designer-director Jensen for a 
job that is extremely well done. 

Sins of the Father tells its story 
through an icon-driven interface which 
appears in a relatively small horizontal 
Strip at the top of the screen, leaving 
plenty of room for the game’s rich, atmo- 
spheric graphics. In addition to the stan- 
dard commands (walk, look, ask, oper- 
ate, etc.), there’s also a neat Recorder 
icon which allows Knight to play back 
any conversations which took place in 
the Interrogation mode. This format 
shows Knight and the character being 
questioned in close-up at the upper-left 
and lower-right of the screen. In the cen- 
ter of the screen a menu of topics for 
discussion appears. As the game pro- 
gresses and Gabriel learns more about 
the mystery, extended subject selection 
becomes available. There is even a 
Voodoo Code Interface screen, a crypto- 
graphic feature which figures prominent- 
ly in the storyline, as well as a Drum 
Code Translating Screen which allows 
Gabriel to interpret the conversation of 
the otherwise mysterious voodoo drums. 

Sins of the Father is set in New 
Orleans, and the game makes excellent 
use of that most exotic American city’s 
distinctive topography. The beautiful 
balustrades and wrought-iron balconies; 
the slave quarter apartments; and the 
cemeteries where everyone must be 
buried above surface because of ground 
conditions, are all interwoven into a tale 
that deftly blends past and present in an 
eternal city. 

Knight, we are told, is a Shadow 
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Follow-up leads and be wary; you could b 
the next victim. 


Hunter, the last in an ancient line who 
seek and destroy supernatural dark- 
siders. While writing a book on voodoo, 
he experiences nerve-shattering night- 
mares, rendered in a series of unforget- 
table graphic sequences. The game 
involves his frantic search through the 
back streets of the Crescent City to 
solve a mystery and save his sanity. He 
meets an impressive variety of people 
along the way, with character interaction 
one of the game’s primary features. 

Gabriel Knight: Sins of the Father 
stands out not only for its intrinsic quali- 
ty, but also because of its unusual pack- 
aging. The game box is slotted into a tri- 
angular base, in a container reminiscent 
of packages for The Even More Incredi- 
ble Machine and Sid and Al’s Incredible 
Toons (both from Dynamix). The result is 
an extremely hot, angular look that could 
spur the growing trend toward non-tradi- 
tional packaging. 

The only poor mark in an otherwise 
splendid production is the accompanying 
comic book which sets up the entire sto- 
ryline. The writing, by the game’s direc- 
tor, Jane Jensen, is acceptable if not 
inspired, but the muddy, pseudo-Sienke- 
witz artwork is a bad example of continu- 
ity storytelling. 

That aside, Sins of the Father is one 
of the finest products available to com- 
puter gamers. And let’s hope we haven't 
heard the last of Mr. Knight—and Mr. 
Curry! 


—Bill Kunkel 


Explore New Orleans in search of the brutal 
killers stalking the city. 


GameWave 32 


MULTIMEDIA-READY WAVETABLE SOUND CARD 
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You've destroyed every plane in the sky, walked through 
a million dungeons, and slam-dunked your way through 
the toughest sports simulations. Let's face it, 
) you're a game master. What you need is a 
~ gound card designed for game masters like you, 
something new, something hot, something 
PSA ws 
Orchid Technology's GameWave 32. 
‘Infriggincredible’ 16-bit sound for your 
PC. 20 MIPS of audio power accessible to 
fae you and your software. Now when you blow away 
= = » that bogie, you'll be blown away by the GameWave 
Sy) = «32's advanced wavetable synthesis. You get CD-quali- 
sty audio, and compatibility with all major standards 
> like AdLib, SoundBlaster, MPU-401, General MIDI, 
and even Roland-MT-32! 
' The GameWave 32 is expandable, upgradeable 
and includes dual CD-ROM interfaces. It works great 
with all multimedia, educational, Windows and enter- 
tainment software. All of this for a cool $179. And, 
if you need to justity this great sound to your boss or 
wife, may we suggest Orchid's SoundWave 32 ($299). 
same great sound, plus bundled software and business 
audio capabilities. 
ee. You've mastered the games, now master the 
A a sound. The GameWave 32, from Orchid 
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All trademarks, implied and stated, are property of their respective manufacturers. GameWave 32, "Infriggincredible" and the SoundWave 32 are trademarks of Orchid Technology. $179 and 
$299 are the suggested retail prices of GameWave 32 and SoundWave 32. Zool is a trademark of Gremlin Graphics Software Ltd. 
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AnD it Ain? A Pair. oF Colp Han”. 


You GOT A VILLAGE. 


FARHS. H@Ts. KHIGHTS, PEOPLE TS 


BOSS AROUND. AND A COW. 


LIPE 18 G@GoD, BUT THEN YOU GET THESE VISITORS. 


THEY’ RE FAT. THEY DROOL, BURP, AND SMELL LIKE AN 


O©UTHOUSE. THEY COME IN HORDES, EATING YOUR 3D 


TEXTURE-MAPPED HUTS, TREES, WOMEN, CHILDREN, AND 


WORST OF ALL. YOUR COW. YOU TRY TO -TRASH THEI 


WITH YOUR SWORD, BUT IT AIN'T EASY, 


AnD THEIR GUTs GET ALL OVER YOU, 


LIfE STARTS TO SuUCk,.. YOu VE her 


“THRE H@RDE”, bh? PRIEND. AH ORIGINAL GAME WITH CD=@GALITY LIVE 


ACTION VIGE@. DIGITIZED hWUsic LHD DISCUsSTING FATIVSG seunDs. 270s 


CAST OF ACTORS WHO CAN ACTUALLY ACT: LIKE 


KikK CAMEROH ALD MICHAEL GREGORY. 


YOU BUILD WALLS, MOATS, AND DEATH 


D4 


= PITS. AND YOU HIRE AN ARCHER TO HELP FEND THEM OFF. AGAIN THE 


HORDE ATTACKS. YOU SAVE THE COW, BUT THEY EAT YOUR HUT, YOUR 


a 


CORN CROP, AND THAT GIRL NEXT DOOR YOU HAD YOUR BYE mil. 


L@w LIFE REALLY SUCKS. Altp iT AIn’T ABOoUT 


TO GET ANY BASIER. THE BViL HeRrpLlines 


GROW BIGGER, FASTER, EVEN SMARTER. 


(AND ¥OU HAVEN'T EVEWM KET THE EVIL CHAHGCELLOR YET.) 


WEAR READER, WE PRAY YOURE THE SORT WH LEARHAS 
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The relentless gunfire of 

Japanese Zeros. Gravity- 

twisting dive-bomb 

attacks. Dropping 
torpedo “fish” on unsuspecting carriers. There’s no room for error 
when you’re a naval aviator in 1942, The Pacific Air War, the ultimate 
simulation of air combat in the South Pacific. 


Taking on the same challenges that World War II fighter pilots faced, 
your tour of duty includes some of the most heroic battles ever fought. 
Battles that will have you chasing down Wildcats, Corsairs, and Zeros 
in death-defying dogfights. Performing high-speed dives upon heavily 
defended carriers. And pushing your skills to the limit as you master 
WW {I air combat in an innovative virtual cockpit. 


The outcome of the war in the Pacific turns upon your actions. 
Your task force is depending on you. And the skies are yours to 
control in 1942, The Pacific Air War. 


The Deepblue.S 


the enemy at the battles of Coral Sea, Midway, 
Eastern Solomons, Santa Cruz, and the Philippine Sea! 


U.S. or Japanese forces! 


any of ten historically-accurate planes, each with its 
authentic cockpit and flight characteristics! 


over the comprehensive strategy for all naval forces! 


the thrill of head-to-head dogfights with a 
friend via modem connection. 
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